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THE CUTTING EDGE 


"TFX boasts some of the most lavish graphics and 
code ever seen on the PC... D.I.D. and Ocean 
have come up with a masterpiece... detail is 
second to none, and while the game boasts 
some of the fastest and smoothest 3D ever the 
gameplay has not suffered. Superb! PC ACTION 

"The graphic detail is quite superb, with stunning 
visuals... TFX is quite often like watching a 
movie... when I first saw TFX my jaw dropped 
so far it took me 15 minutes to find it again! 
It's fast, good looking and fun." PC REVIEW 
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Tactical Fighter Experiment... the only choice worth making 
where state of the art flight simulation is concerned. 

Take control of one of three of the finest aircraft money 
can buy; 

Eurofighter 2000 
Lockheed F-22 

Lockheed F-117 Stealth Fighter 

TFX... a simulation at the cutting edge of aerial combat enhanced 
by unprecedented in-depth research and authentic flight detail. 
Take on the missions... fight for peace. 


FREE VIDEO! 



Simply send in this advert together with a cheque or postal order for £1, to cover p & p, made payable to 
OCEAN SOFTWARE LIMITED to the address below and we will send you a fabulous video which will show you TFX 
in all its glory FREE of charge. Allow up to 28 days for delivery. Mark your envelope "TFX VIDEO" 


OCEAN SOFTWARE LIMITED • 2 CASTLE STREET • CASTLEFIELD • MANCHESTER • M3 4LZ 
TELEPHONE: 061 832 6633 • FAX: 061 834 0650 











PREMIER MANAGER transformed the face of STRATEGY 

football management games with its accessible and enjoyable 
game style. It has remained in the charts since it’s release late 
in 1992. And now, PREMIER MANAGER 2 is ready 
with a whole host of added features. 
Have you the management skills to turn around and 
improve your teams performance? 
Get ready to blow the whistle on THE football game for 1993. 


FEATURES INCLUDE: 

^ 116 playing formations with 8 playing styles 

and 12 match tactics. I Negotiate wages, bonuses 
and contracts. I Comprehensive banking system with 
changeable interest rates. I Up to 26 players per 
team with limit of 4 foreign. I Set ticket prices 
and crowd control. ■ IMMEDIATE sacking 
possible if you’re not up to the job. 


The 

/ undisputed 
title holder 
in football 


"This really is the 
best bits of all the 
footy games, bundled together and 
laid out on a golden plate for you. " 

The One 90%. 


^ • ARRANGE FRIENDLY FIXTURES WITH CRACK EUROPEAN OPPOSITION 

• EXTENDED IN MATCH COMMENTARY AND SUPERB HIGHLIGHT ANIMATIONS 


• MATCH REPORT SYSTEM FOR EVERY SINGLE 
GAME PLAYED • 486 PLAYING STYLES 
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The Word 18 

Cutting a dashing figure in doublet and hose, 
Richard Garriott, aka Lord British, is on a new 
crusade. Ultima VIII is the name of the game 

Outline 88 

Kelly Sumner, ex-Commodore supremo, talks of the 
progress Gametek has made since landing, like a 
beached whale, on British shores 



Feature 83 

US based flight simulation experts, Dynamix, have 
earned themselves quite a reputation. But just how 
do they manage to keep their hold on the market? 



Workshop 68 

With games taking up to two years to create, isn't 
it about time that developers had their say? This 
month Interplay, Revolution Software and Image 
Design come forth 



The Surgery 79 

Problems, frustrations, dilemmas and heartaches? 
Alleviate gamesplaying stress and step into the 
doctor's surgery. The all knowing oracle is here 
to help 
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COVERDISKS 


Pinball Dreams 


It's enough to send you flippin' crazy! 

Thwack your way around the whole Ignition 
table on this fabulous PC Action customised 
state>of-the-^^irxade^^^^HHp|H_|| 

Gore and guts lead the field in the bloodiest ' 
American football extravaganza yet to 
grace the home computer 


Reht^f^ experience of competing in the 
most accurate and visually stunning 
replication yet of the Network Q Rally 
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Network 91 

Whether struggling with technicalities or 
simply bursting to vent an opinion on 
matters within the PC gaming world, put 
pen to paper and let us know 

Catalog 98 

From applications to peripherals, 
shareware contacts to software fixes, 
welcome to the yellow pages of the 
PC world 


Archive 94 

The complete top 20 buyer's guide to 
graphic adventures on the PC 

READER OFFERS 88 
SUBSCRIBE 92 



Return to Zork, proclaimed as 
the first 'interactive drama'. 
But how do you define 
interactivity? BO 


idflies real 
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HOW TO USE YOUR 

COVERDISKS 


C 


NgW boginninQS! if you know a little bit about your PC then it is unlikely 
you will need this column. If, however, you are one of the countless new 
users who don't know your DOS from your doormat then please read the 
following carefully before starting to play with your coverdisks. if you do 
encounter any problems you can always give us a call on the PC Action 
Coverdisk Helpline. You can find the number at the bottom of this page so 
ring us and we'll do our best to help you out. And rest assured that ail our 
cover disks are stringently checked for viruses. 

Copying disks; It's one of the simplest operations you will ever have to 
perform. Generally speaking, and we will tell you when there are 
exceptions, you will always have to copy the contents of your coverdisks 
onto your hard drive. Naturally enough you should first ensure that you 
have enough space on your machine to carry out the copying correctly. 
You'll be told If you do not have enough room, but it Is a lot of hassle and 
extremely irritating If you have to keep stopping. Also remember that 
sometimes a demo will be crunched or made smaller in order to fit on the 
disk. When you copy it across it may expand, so make sure you have plenty 
of space to spare by deleting files. 

Copying instructions for each demo can be found in the magazine pages 
but as a general overview this is roughly the kind of thing you'll be 
expected to do before starting up a demo (an example is in the brackets): 

1. Make a new folder on your hard drive (MD PCA]. 

2. Change to your disk drive (A:) 

3. Copy the contents of the coverdisk to hard drive: 

(copy V c:\PCA) 

4. Change back to your hard drive (C:) 

5. Ifncrunch the demo (see individual instructions for help). 

6. Play the game. 

Making backups: If you're safety conscious you may wish to make a 
back-up copy of your coverdisk. Very few people actually get around to 
doing this but there can be tears if someone comes along and leaves the 
disk next to the monitor and corrupts it. Duplicating the PC Action demo 
disk couldn't be simpler as the disk is always regular format. 

Find a disk you wish to use as your backup. If It is already formatted then 
so much the better. If it isn't, pop it in the drive and type Format A: (or 
whatever your drive is called). Wait until the disk is completed and then you 
are ready to make your back-up. Type in DISKCOPY A: A: and you will be 
prompted at regular intervals to swap your disk until the whole thing is 
finished. Please note that before you undertake using your coverdisk you 
should always make sure that you have write-protected It that is, so that 
you can see through the hole. 

Troubleshooting; PC Action are proud to announce their Coverdisk 

Helpline. This service is here to specifically help you with any problems you 
may have with our coverdisks. Simply give us a call and we will endeavour 
to solve your worries. Please note the Helpline is only in operation on a 
Wednesday afternoon between 3 and 5 pm. If you can't get through please 
keep trying. The number to call is 0625 859675. 

If there is a fault with the disk itself you can obtain a replacement by 
posting It to: 

PC Action faulty disks 

T.I.B. House, 

11 Edward Street, 

Bradford, 

BD4 7BH 




PINBALL 


DREAMS 


PC Action are proud to present their 
very own personalised whole pinball 
table from the hugely addictive 
Pinball Dreams. 

There's plenty of choice on offer 
when it comes to pinball at the 
moment but Pinball Dreams is still a 
favourite. 

As with all our coverdisks this 
month it can be installed by simply 
typing in PCA at the A prompt. 
Whichever method you use, the demo 
will be automatically installed in your 
hard drive and you'll be away. 

Remember, if you have a problem 
with the disks which you think we 
can't solve, return them to the 
Bradford address in the lower left 
hand corner. Also coverdisk enquires 
can only be taken during the hours 
stated below. 


If you have your drive 
labelled anything other 
than A just follow these 
simple instructions: 


At the A prompt type 
EDITPCAJBAT 
Oiange the line that 
says A: to the name 
of your drive (ie. B:) 
Go to the menu at 
the top of the screen 
and select Save. 

Go hack to the 
prompt and type 
PCA. 


This demo disk comes 
with 25 per cent of the 
finished product on it. 

There are four tables on 
the original and we're 
giving away the best of 
those four. All the 
features are included. 

Some of these, as in 
real pinball, you'll have 
to discover for yourself, 
but some of the more popular ones 
we'll tell you about right now. 



F.U.E.L. Targets 

Each time you light up all four FUEL 
lights you can collect the bonus. To do 
this you must shoot the ball through the 
left passage. The more times you do this 
the more points you can collect. 
Lighting Ignition 
Each time you display the three Spell 
Ignition lights you also light up a letter 
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MINIMUM MEMORY 

SOUNDCARDS 

53Dk 

SoundBlaster 

MINIMUM PROCESSOR 

MINIMUM GRAPHICS 

286 

VGA 

MINIMUM SPEED 

MINIMUM HARD DISK 

20MHz 

1.2 MB 

INSTALLATION 

CONTROLS 

Essential 

Keyboard, Mouse 


PUBLISHER 21st Century 

CONTACT 0253-832 939 

PRICE £39.99 

RELEASE DATE Out now 
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CONTROLS; 

These are easy and you are 
reminded of them on the title page. 
The two Shift keys control the 
flippers. The Down arrow pulls 
back the launch spring and Space 
will tilt the table. 


of the word Ignition. Complete the 
entire word and you can collect the 
jackpot by shooting the ball into the 
Ball-Trap. It's not easy but it is worth 
a lot of points. 

L.I.G.H.T. Targets 

Each time you light up the word 

Light you collect a special bonus. 

There are three of these which are 

collected in order. These bonuses 

are:- 

1 - Extra ball 

2 - 5 million points 

3-10 million points 


The ball is 
dropped into the 
centre and the 
fighting can begin 
in earnest at last 


Arcade gamers will love the 
opportunity to attack their mutant 
opponents in this exciting sports 
extravaganza. Install in the A drive by 
typing PCA at the C prompt. However, 
this only applies if your three and a 
half inch drive is labelled A. If it's 
Drive B type in this: 

MD BRUTAL 
B: 

COPY c:\BRllTAL 
C: 

CD \BRUTAL 

ACTION 

NEW 


The celebration after a goal ensues 


Now, Brutal Sports Football will be 
installed on your hard drive. On 
loading you'll be greeted by the title 
screen. Press the Space bar and you'll 
go straight into the game. The demo 
itself is only one player. Obviously the 
final game features more options, 
including one to play with friends. 

It is a hybrid between rugby, soccer 
and American Football, with a little 
extra violence thrown in. 

In this demo, when a goal has been 
scored everything starts again. 


::: “ zx 


There are two ways to gain victory. 
One is to kill all the other team's players 
before they kill you. Another is to be 
the first to score. 

The Brutal in the title comes from the 
players. They are the biggest, ugliest 
mutants around and they'll stop at 
nothing to win the game. 


minimum loadina reauirement 


MINIMUM MEMORY 

SOUND CARDS 

1MB Extended memory 

Not available 

MINIMUM PROCESSOR 

MINIMUM GRAPHICS 

286 

VGA 

MINIMUM SPEED 

MINIMUM HARD DISK 

20MHz 

1.2 MB 

INSTALLATION 

CONTROLS 

Essential 

Keyboard, Joystick 


1 PUBLISHER Millennium 

CONTACT D233-844 894 

■ PRICE £39.99 

RELEASE DATE Out now 


I: Left 

0: Right 

W:Up 

S: Down 

Space: Fire 1 

P: Fire 2 

TAB: Pause 

Delete: Return to DOS 
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RALLY 


inimum loadmcr reauirement 


iii 

MINIMUM MEMORY 

580K 


MINIMUM HARD DISK 

1-2 MB 


Thanks to digitised video graphics of the actual 
course, this is claimed to be the most realistic and 
authentic driving game ever. Now it's your chance to 
give it a go yourself. You will be able to experience 
two of the 35 different stages of the Network Q RAC 
Rally in this exclusive playable demonstration. 

To install type in PCA at the A: prompt as usual. 
Once again if your disk drive isn't labelled A you will 
need to follow these instructions: 


Place the disk in the drive 
Change to your drive by typing B: 
Type INSTALL C:\RALLY 
The demo will install for you and 
you are ready to go. 


This disk contains two completely different scenarios 
that will give you a taster of what to expect in the 
complete Rally game. Each stage lasts 45 seconds, but 
to add that extra competitive edge the distance you 
travel during that time is measured and displayed at 
the end of the stage. 

The two landscapes contained on the disk are both 
very different. Loading Demo 1 will take you through 
dense forest. The tracks are slightly wider and the car 
handles well throughout. Be careful not to go into 
the bushes too much or you will soon start to pick up 
some damage. 

Loading Demo 2 will take you through real hard 
driving snow. This, just like real life, is a nightmare 
for the driver. Visibility is reduced, as is your field of 
vision as the snow sticks to your windscreen. Road 
handling is also reduced to almost zero. 

To load the game from the C: prompt type 
CD\RALLY, then DEMO 1. Press any key to start. 


You've rolled 
the car and 
will now have 
to wait for the 
marshalls to 
turn you over 
once again 


PUBLISHER Eurapress 


PRICE 


£34.99 


CONTACT 0625-859333 


RELEASE DATE Out nuw 


MINIMUM PROCESSOR 

386 


MINIMUM GRAPHICS 

VGA 


MINIMUM SPEED 

2DMHz 


SOUNDCARDS 

SoundBlaster, Disney, Adlib 


INSTALLATION 

Essential 


CONTROLS 

Keyboard, Joystick 


It's not a good idea to crash into the 
bushes as it wastes valuable time 


The road 
bends 
ahead but 
thankfully 
this is a 
wider 
section of 
the course 


You will also need to tell your PC how the sound is 
generated. You do this by adding a letter to your 
loading instruction. For instance, if you have a 
SoundBlaster add S - such as DEMO IS. Others are: 


B - PC Bleeper 
D - Disney Sound Source 
A - Adlib 


If you find Rally is running too slowly it is because 
your PC has insufficient power to cope with the mass of 
detailed graphics that it contains. You can cut these 
out, one by one, by pressing F7, F8, F9 or FI2. These 
delete, in turn, the rear view mirror, road details, 
landscape details, rain and snow. Pressing the key again 
turns them back on. 

Pressing - (minus) on the keyboard decreases the view 
of the road, and - on the keypad deletes roadside 
features, while + (plus) restores them. 


The game can be played 
with a joystick (press F10 to 
select) or these keys: 

A: Accelerate 
Z: Brake 
<:Tiini left 
>: Turn right 


Even with 
snow grip 
tyres, road 
handling is 
extremely 
difficult 


Closing in on other cars brings on a whole new 
set of problems as you now have to pass them 
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worlds are converging. But does this mean 
gloom or glory? And what exactly does it take to 


have a foot in both camps? 


dome 


faces to pull the wool over the eyes of only the 
blandest of games players? 

To pinpoint an instance of 'bandwagon 
jumping', the Full Motion Video boom has 
resulted in the old game KGB being 
resurrected for the CD-Rom platform. Due for 
a post Christmas launch, it has been re-titled 
Conspiracy and, in the process, has landed 
Donald Sutherland the star turn. 

Initially we're led to believe that the thesp 
himself plays a major role in gameplay proper, 
but when it transpires that he is little more 
than a help 
mechanism - his 
white bearded face 
and cloaked figure 
pop up at 

infrequent intervals 
- the game starts to 
sound a little 
hollow, perhaps even a little false. 

But let's quench that dread of assuming that 
big names will sell plotless games and that 
Hollygames, to pen a word, will resort to the 
grist of special effects as opposed to giving 
players the beef they want. The beef they call 
addictive gameplay. ► 


I nd... action.' Rebecca raises her gun 
dramatically and aims directly in 
front of her. With a toss of her hair 
she offers a torrent of verbal abuse 
on why you're mooching around her 
residence. 'And... cut. OK luvey, I 
think we'll go for one more take on that. 
We need more drama, more flamboyance, 
we need to live the character luvey. 
Rightio darlings, let's try it one last time.' 

And so the wheels keep turning as Return to 
Zork, the first proclaimed 'interactive drama' 
continues with its production, 
employing US actors, albeit out of 
work ones (credits include bit parts 
in Santa Barbara, Air America and 
General Hospital) to play in-game 
characters in a bid to maximise the 
potential of the emerging Full 
Motion Video phenomena. 

The aim? To make games ever more realistic 
and to pull the players into a more involved 
gaming encampment. But will this turnabout 
really make games more interactive and, 
ultimately, more enjoyable? Or is this approach 
nothing more than a blatant cop out, forgoing 
the talents of graphic artists for a few famous 
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Feature 




► Whether good or bad, 
progress is inevitable. As 
Michael Conti, ex- 
Hollywood producer and 
now working for 
Interplay in the US, 
states, 'We've got to 
fail in order to succeed. 
There's still not a lot 
of substance to games 
because usually 
they're born from an 
arcade idea.' 

So too is this lack of 
real substance applicable 
to cinematic adaptations. 
Big blockbusters are 
usually converted to the 
home computer screen 
with the smash-bang- 
wallop type scenario still 
intact. Little or no 
attention is paid to 

characters. Literary adaptations may yet be 
more appealing to our sensibilities because it 
is both character and plot that carries us along. 
Critically acclaimed writers Terry Pratchett and 
Clive Barker are currently in the throes of 
designing games due out at the end of next 
summer. How their words will be converted 
still remains questionable. 

Michael Conti is well aware of the 
difficulties in adapting from the big to the 
small screen and the 
problems of producing 
more theatrical and 
cinematic style games. 
And he should know. 

His career in 
bringing home grown 
entertainment to the 
people began ten 
years ago with Roger Corman, the kingpin of 
B-movies, and the man who worked with Jack 
Nicholson and Vincent Price in the '60s. 

Corman also wrote the critically acclaimed 
Killing Fields script. 

Working as Corman's assistant has certainly 
done Michael many favours, not least of which 



has been to learn every 
stage of film production, 
gain a broad base of 
experience and become 
very close to the 
creative process. 

'But there's no 
challenge left in movie 
production,' he laments, 

'everyone on the production team knows their 
responsibilities inside out and are fully aware 
of all the different stages a film goes through 
- casting, filming editing. Games don't follow 
the same structure. 

'Your basic premise is to start with a story 
and work out the gameplay from there. In a 
game you need to make discoveries and feel 
like the story is unfolding before you, just as 
though you're reading a book. 

'CD-Rom products will have a lot more flash 
and dazz but that doesn't necessarily mean 
they're any better than existing games. The 
crux of the matter is that they should tell a 
good story. The mission is to entertain, and to 
entertain with substance.' 

December of 1992 was the first time Michael 
actually sat down to play a game. The first 
thing that struck him was how bland and 
cardboardy the in-game characters were. 

When controlling a character he feels that we 
should be able to decide what that particular 
person would do in a certain situation. 

For example, if we're assuming the role of 
James Bond in a role-playing situation and are 
stuck in a room, we would automatically start 
chatting up some babes to find a way out. As 
of yet, game characters don't really act 


consistently and we have 
to resort to simply 
shuffling pixilated 
people around on the 
screen to get from A to 
B in a bid to find X to 
use with Y. 

Conti is now working on the CD-Rom 
enhanced versions of Sim Ant and Sim City, the 
latter being different in that live action actors 
are being used to tell the player how 
well/badly he/she is doing. He wants to make 
the game as real as possible and so has created 
five main characters - such as a fireman, 
policeman etc, who will inform the player of 
his progression through the game. 

'I didn't want to make it a deadly serious 
game, like BBC newsreaders,' he says 'so we 
have camped it up a bit.' Drawing on his movie 
background he employed a 30 man crew to do 
a four day shoot, taking on the role of creative 
director himself. 

The live action clips become more intense 
and the camera also zooms in on them when 
they're informing the player of how badly 
gameplay is going. It's this innovative use of 
camera angles and shooting techniques that 
will, at the end of the day, make their mark. 


Left: Movies have always been a source of inspiration for 
games. Star Trek has undergone pixelised form many times 
Below: Jurassic Park, the official bestselling movie of all time. 
Adapting it to the w/ee screen is a monster of a task 
Bottom: The Lord of the Rings. A marvellous book, adapted 
for the TV and then transformed into a role-playing game 


WITH NEW METHODS OF PRESENTING 
INTERACTIVE STORIES, WE ARE SIMPLY 
WIDENING THE CHOICES WHEN BEGINNING A 
PROJECT. WE CAN CHOOSE THE APPROPRIATE 
METHOD - FMV OR CARTOON-STYLE - FOR 

THE PRODUCT IN MIND BUT THE QUALITY OF THE 
TRADITIONALLY ANIMATED GAMES MUST CONTINUE TO 

INCREASE TO COMPETE WITH TECHNOLOGY 



EDDIE DOMBROWER, EXECUTIVE PRODUCER, INTERACTIVE STORIES, ACTIVISION/INFOCOM 
























Since it supports DOS Game and Windows standards, it s fully 




Games are much 

MORE COMPLICATED 
THAN MOVIES AND 
MORE CREATIVELY 
CHALLENGING. IN 


MOVIES THE SAME THINGS ARE 
BEING DONE OVER AND OVER. 

There’S no challenge left. 
Games don’t follow the 

SAME STRUCTURE. WE STILL 
NEED TO FIND A WAY TO MAKE 
THEM MORE FLUID. WE ALSO 
NEED TO FAIL IN ORDER TO 
ULTIMATELY SUCCEED. WE’RE 
DEFINING THE MEDIUM FOR 
THE 21st century AND SO 
EXPERIMENTATION IS VITAL 


MICHAEL CONTI, GAMES PRODUCER FOR INTERPLAY AND EX- 

HOLLYWOOD PRODUCER 


'In the US the film industry is big business 
but it's run by people who are very uptight 
about doing new things and very rigid in their 
ways,' adds Michael. 'The games industry, on 
the other hand, is all about experimentation, 
discovery and giving people the chance to be 
as creative as they wish. With Interplay so 
much freedom and so much scope is offered to 
creative people.' 


Syd Mead has also 
transferred his creative 
talents from the movie 
to the video game 
camp. His design 
credits include Blade 
Runner and Star Trek: 
The Motion Picture 
among others, and he's 
recently finished 
collaborative design 
work on software 
house CyberDreams' 
futuristic car racing 
game called 
CyberRace. 

Mead readily admits 
that movies are being 


Above Right: Reel Magic, bringing 
the PC to life. 'The ReelMagic card 
represents a technological 
breakthrough for interactive 
multimedia development' says Bill 
Crow, director of technology at Sierra 
Below Right: Julie St Clare Capone 
adopts the role of the Holy Woman in 
Return to Zork. Previously she has 
featured in several films including Sid 
and Nancy and Stick. Heard of them. 
No, thought not! To make up for this 
she has also held a regular role in the 
US daytime serial Santa Barbara 


sound and vision 


buzz words of '93 will be CD ROM, interactivity and full 


motion video.' Sp speal 


ks Julian Nguyen, VP of engineering for 


Sigma Designs. 


Sound is such an important component of communicative 
entertainment. Turn the radio on, leave the room and you can still 


follow the turn of events. Turn the sound down on the TV though and 
you reach an impasse of sorts. Only a glorious display of action and 


colours will keep you glued to the television screen. And the same can 
be said of the PC. Now that games are becoming increasingly friendly to 


the ear (digitised speech. 


orchestrated soundtracks) with the 


advent of a real CD-Rom user I 


so too does the visual aspect have to 


ongoing developments. 


The finalising of the MPEG (Motion 


Picture Expert group - a standard for 


transferring full motion video to a 


compatibility. 


Now, replying to all the debate over the future of CD-Rom Full Motion 
Video, Sigma Designs are just about to launch Reel Magic, the first 


affordable MPEG playback card for the PC. 


To say that the implications for interactive entertainment are vast 
would maybe be an understatement. Reel Magic boasts the claim of 


offering true full screen, full motion, full colour video and CD quality 
sound at 30 frames per second. With standard MPEG decompression this 


gives 32,768 colours even on a standard 16 colour VGA card. 


compatible with existing standards and users will be able to delight in 
16-bit stereo, CD quality sound and video simultaneously, even to the 
extent of rivalling film quality. In fact, the first video CD films that can 


be played on a PC will be available before the New Year. 


Minimum system requirements are a 386SX or higher, 2MB of RAM, 


2MB free hard disk space, a CD-Rom drive, Microsoft Windows version 


3.1 or later and DOS 5 or later. And the cost? £399. 


For technophobiacs, an installation CD-Rom included in the package 


allows users to install the controller entirely through software. 


used as the benchmark by which to 
judge the sophisticated games of 
the '90s and that the whole drift 
into game entertainment is a 
natural way of telling a story as 
well as being a very personal 
connection to the user. 

Echoing the words of his contemporary he 
too remarks on the difference in designing for 
games as opposed to films. 'The demands are 
different. For film you need to find out what 
the audience probably expects to look at. You 
talk to their mental library and you need to be 
rational so as not to interrupt the story. The 
design for a game is, again, a hypothetical 
setting but you don't need logical rules.' 


Key game publishers (Sierra On-Line, Activision, Psygnosis, Trilobyte) 
have already endorsed the Reel Magic controller. Activision's Return to 
Zork, a prime example of an extravagant interactive theatre quality 
game, has been specifically developed for Reel Magic and aptly shows 


presentations on the CD-Rom. 


So too does he express the wish for games to 
tell a much more thorough story, 'It's critical to 
a product, especially if you're trying to 
emulate the elaborate cinematic structure of a 
film. The maxim that if a game looks like a 
movie it must be that much better, is wrong. 
What exactly is the nature of entertainment? 
You need the story first, then the medium, 
whether that be a book or the theatre. You ^ 
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makeup and rehearsals takes a full week to complete in a studio 
specially rented for the occasion. It is now standard to allow at least 18 months 
on game production to incorporate all the details that are fast becoming 
obligatory as opposed to special little extras. 


► need to link up to a 
person's active 
imagination and their 
sensibilities. Ultimately 
you need to have fun. 
Otherwise you've lost the 
whole idea from the 
beginning.' 

Although video games 
seem to be becoming 
more like theatrical plays 
or big screen 
visualisations in terms of 
style, content, 
soundtracks, lighting 
and camera angles, 

Eddie Dombrower, 
executive producer on 
Activision's Return to 
Zork is Still wary of this 
suggested claim. 

'In very few ways is an 
interactive story script 
like a movie script. When we do a story for a 
game, dialogue script, character description 
documentation, music design and storyboards 
similar to what they do in the movies are 
created. We also have to create documents for 
interactivity of objects and people, descriptions 
of how locations and people change over time, 
what happens if the user does not interact and 
what if the user interacts too 
quickly or too much. A lot of work 
is put into dealing with revealing a 
story in which the pacing is 
different with every player.' 

But just how prevalent is this 
new style, and especially this 
sudden intrusion of Full Motion 
Video, into the world of video 
gaming, a world that, up to 
now, has been predominantly 
fantasy based? 

Can famous actors and real 
backgrounds actually replace 
cartoon, hand drawn 
characterisations that have been 
known to take on a life of their 
own. Fantasy characters are 
comfortable in this animated 
world, insular except for the 
intrusions of the player. 

OK, new technology may 
advance games in the realism 
stakes, but that's not necessarily 
what the public wants. What's the 
point of things becoming so real that you no 
longer feel as though you've stepped out from 
the real world? Both fantasy and reality games 
do have their place but they should balance 
each other out. Judging by forthcoming ► 

Above Right: An actress for Inca II, 
Coktel Vision's forthcoming game on 
both floppy disk and CD-Rom, tests out 
the blue background against which all 
the action is set. She will then be cut out 
and superimposed onto a computer 
generated background 
Centre Right: The story of Inca II has a 
Peruvian/Indian theme. Costumes are 
chosen accordingly and then hired from 
theatrical agencies Below Left: The 
people chosen to play the roles all have 
some form of theatrical training so that 
they will be comfortable in front of the 
camera and act naturally 


Top Right: Return to 
Zork actors discussing 
how best to convey 
the characters 
Bottom Right: Peter 
Sprague, Eddie 
Dombrower, the 
director and their pal, 
the skeleton Below: 
Peter Sprague, video 
production director 
on Return to Zork 
directs Sam Brown, 
best known for his 
role as Flash Gordon 


lights, camera and... action 

nca II, Coktel Vision's 'interactive drama' waiting in the wings and Activision's Return 
to Zork are Just two more games of a growing number to resort to the inclusion of 
real life actors to spice up gameplay and help the whole 
gaming experience really 'live' a little more. 

Emmanuelle Kreuz, PR Manager for Coktel Vision in France, ^ 

herself plays a minor role in Inca II. Minors aside 
though, the people chosen to play the in-game 
characters have all been taken from actor 
agencies. The important factor is that they 
need to be au fait with the camera and also 

with filming techniques in order to produce ■ 

a maximum amount of realism in the game. ■ 

A mixture of heavy stage make-up and more ordinary cosmetics were used on 
the cast of characters, some of which had to have their skin 'tanned' with dark 
foundation in order to look more Peruvian/Indian. 

All video image and 'real life' interspersions are always filmed against a blue 
background, known as Chroma-Key. This is a standard television/movie 
technique where the actor stands in a room of a solid colour. Just like any 
filming for TV or a film, blue tends to be the best colour opposite the human 
skin and thus allows for the best rendering of the person filmed. 

While the footage is coming through the lens, the colour is removed from the scene 
and only the actor is stored on film or tape. The finished result of the blue background is 
a transparent one and so the costumes, of course, should never ever be blue or they 
would end up see through. 


Likewise, the production of Return to Zork has followed a similar line of activity. The 
actors have been 'composited' onto animating computer generated backgrounds. In some 
cases the digitized landscape features such as sky, ground and rock surfaces have been 
mapped'. This has all been done from inside a 3D modelling program called lnfini-0 on 
Macintosh computers. The actors themselves, two of whom are firm friends of the 
producer (the advantage of living and working in LA) were recruited via the traditional 
route, getting in touch with a casting director and agent. 

'We chose and shaped each performer to fit our goals' says producer Eddie 
Dombrower, 'in some cases we even re-wrote parts to best fit the performer. As with any 
art, the better the performance, the more transparent to the consumer how hard the 
work actually is. As with most performers, acting is their livelihood and there was no 
resistance whatsoever to performing for a computer game. However, there was a 
tremendous amount of interest in how they would appear, sound, and be interacted with 

R in the product.' 

Most software packages nowadays are released in at least three 
^ different languages. Therefore for those games that employ digitized ! 
^' speech, the characters' lip movements have to look genuine enough 
tf to make this process worthwhile. To perfect the process of lip 

synching in Inca II each actor has had a large amount of mouth and 
eye movements filmed in the studio which are then rendered into a 
\ database of movements. A special in-house software analyses the 

. ^ frequencies and lip movements according to the spoken words. 

Within these games, each scene with all the different rli;»r:^rtorc 




















FEATURE 


Making the transition from movies to 

ELECTRONIC GAMES IS EASY, ALMOST 
INSTINCTUAL, BECAUSE YOU’RE STILL 
CREATING FANTASY. THE FORMAT IS LESS 
IMPORTANT THAN THE WHOLE IDEA OF 
STORYTELLING. THE BASIC IDEA IS TO APPEAL TO THE 
IMAGINATION AND, OF COURSE, TO MAKE A 
COMMERCIAL SUCCESS 

SYD MEAD, DESIGNER ON CYBERRACE. DESIGN CREDITS ALSO INCLUDE BLADE RUNNER, 2010, ALIENS 




^ games that are jumping on the FMV 
bandwagon though, maybe this freedom is 
being taken away from the player. 

The changes are being rung. A change is as 
good as a rest. Sometimes. But there's a hell of 
a lot that can be said for retaining an element 
of tradition and providing a game that has 
good gameplay rather than fancifulness 
carrying it off. 

Regardless of what the public may want 
though, the movie world is certainly taking a 
good peek through the keyhole of the video 
game business. Home video giant CIC, a 
distribution and merchandising operation with 
Universal Pictures and Paramount, is in the 
process of putting out feelers in Europe due to 
a growing interest in interactivity. 

It's a probability rather than a possibility 
that film studios will become totally involved 
in the multimedia roundabout. There have 
been test cases in the US whereby films try to 
follow the example set 
by games. 

The audience decides on 
the next course of action 
and has up to ten choices 
to make during the 
course of a ten minute 
film. Both Eddie 
Dombrower and Michael 
Conti have been involved 
in this. Interestingly, neither see it as a viable 
new medium. 'I don't see interactive films in 
cinemas catching on unless there is a major 
breakthrough in the interactivity', says Eddie. 

'Every now and again someone thinks that 




Left: Syd Mead, artistic designer of 
CyberRace is a world reknown industrial 
designer and futurist and has previously 
designed scenes for Blade Runner as well 
as Aliens, 2010: The Odyssey Continues 
and Short Circuit 

Right: Early artist impressions drawn up 
for the film. The Lawnmower Man, 
currently in final stages to be adapted for 
the PC screen, both on floppy and CD-Rom 
Below Right: The graphics are ray traced 
on computer. Interestingly, games 
nowadays are starting to use these very 
same techniques to form 3D models 
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Below Left: Stonekeep, an Interplay 
production has moulded itself to 
conform to theatrical standards 
Bottom Left: In the filming studios 
the actors and producer discuss the 
various stages that need to be shot 
and how they will fit into the role- 
playing game as a whole 
Below Centre: The Dig, a game in 
the throws of being designed by 
Steven Spielberg with assistance from 
Brian Moriarty, creator of Loom 
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giving the audience some control over the 
direction of the movie is somehow interactive 
and tries to experiment. I think there will 
eventually be a breakthrough when a group of 
people can have an interactive experience with 
a story and each other so that the audience 
actually become part of the story as in the case 
of computer games.' 

If this happens, the crossover between film 



and video game and the influences derived 
from both becomes tighter. 

Steven Spielberg, the grand master of movie 
making himself, is now embroiled in his very 
own computer game, called The Dig. It's set for 
a May release and revolves around an 
archaelogy in space theme as a group of 
stranded space explorers find a means to 
return to earth. 

What better proof is there that the video 
game is now perhaps even transcending film as 
the youngest art form. Games can be inspired 
by theatrical traditions, modelled on futurist or 
past scenarios, and adapted from the cinema 
but, at the end of the day, they will always 
have their own inimitable style. 

SHARON GREAVES 
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Move over 
Lemmings 

• t's going to be so much better 
X than Lemmings, much, much 
better. This is the opinion of 
Sierra On-Line employees when 
extolling the virtues of the latest 
in a long line of puzzle games. 
Belonging to the same family as 
Incredible Machine and Even 
More Incredible Machine, the 
newest offspring, Sid and Al's 
Incredible Toons, aims to be an 
even wackier updated version of 
the mind mangling puzzler. Only 
this time, as its name indicates, it 
takes the form of a positively 
wacky animated cartoon. 

Primarily a strategy game, 
there are over 75 animated 
puzzle parts that need to be 
combined and switched around 
to fit ail the pieces of the jigsaw 
together. The opportunity to 
create your own personalised 
mind bogglers also exists and a 
session of mind gymnastics really 
is the order of the day over 
which the whole family, young 
and old, can stew. Edutainment is 
high on the list, but with that 
comes the fun factor too. 




Right: On the 
bridge of the USS 
Enterprise, Spock 
and Kirk engage 
in conversation 

Far Right: An 
enemy ship 
appears on the 
screen. The vessel 
is rapidly 
approaching. All 
systems alert as 
the next episode 
comes to a head 


Below: Down in the 
vaults of the ship, 
all the folk from the 
TV show can be 
interacted with 


Below Far Right: 

Sid and Al's 
Incredible Toons 
gets off to a zany 
start as the puzzles 
pop up on screen 

Below Right: The PC 
Commander, taking 
gamesplaying skills 
off into a whole 
new dimension 


m icroProse may have the licence to produce the game based on The Next Generation. However, as 
far as the classic Kirk, Spock and McCoy characters go. Interplay have claimed the territory when 
it comes to camping up the whole Star Trek experience and constructing an action/role-play adventure 
on the basis of this. 

Star Trek: Judgment Rites will be the second in the game series with the basic concept following a 
series of episodes which exist independently of each other, yet are still indirectly linked. 

This ground based challenge, consisting in part of managing landing parties, combines with 
intergalactic 3D space flying sequences as your crew, with the added attraction of the voice of William 
Shatner as Captain Kirk, pilot the USS Enterprise from puzzle to mystery and onto mission after mission. 
An all new music score and genuine digitised sound effects from the original series have been included 

in a concentrated effort to give the game a greater sense 
of realism, while the original characters we all know and 
love will participate. Along with digitised matte paintings 
and renderings, all these separate enhancements hope to 
take the whole caboodle to a neyy level. 

Anyone familiar with the fjrst game will tie 
immediately at home vvith this/sequel; It's lodking to be 
bigger and better. If fhere' vvas ori^ complaint about the 
first title it would be that it was extrbmely difficult. 
Quibbles have since been rectified and Interplay are doing 
their damnedest to make sure that they have a 
tremendous product on show, a product that no serious 
Trekkie can afford to miss out on. 


Star Trekking across the Univeise 


The modem has moved from 

being a rather dull technical product 
to a consumer product with a wide 
range of possibilities. No longer is it 
just for the Big Boys', says Clive 
Hudson, managing director for data 
communications company US 
Robotics, as he promotes a new 
booklet which aims to give PC users 
an insight into the wealth of 
information services and can be 
accessed on-line using a modem. 

The modem can often prove to be 
difficult to get working properly. The 
new booklet, entitled The Sportster 
Guide to On-Line Services hopes to 
rectify that as well as stimulate 
interest in the growing range of 
services available. Endorsed by Sarah 
Greene, it hopes to appeal to both 
children and business executives 
alike. To obtain copies contact: Sally 
Roberts, US Robotics Ltd, 224 Berwick 
Avenue, Slough, Berkshire SL1 4QT. 
Tel: 0753 811180. 


We've taken everything we liked 
from the first Star Trek and 
made it bigger' 

BRAIN FARGO, PRESIDENT OF INTERPLAY 


The PC Commander was SpectraVideo's last 
joystick to hit the expectant public and now, to follow 
that up comes, modestly enough titled. The 
Tornado. Originated by Logic 3, it retails 
for £14.99. 

For your money you get an 
ergonomically designed grip with 
thumb and trigger fire buttons, a self 
centering shaft, X and Y axis control and 
an autofire release. Since all this spells 
sophistication, what better 
use could you put it to than 
to plug it into the PC 
port and get to grips 
with space travel, 
cockpit simulation, not to 
mention car racing frenzies. 
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IBM PC 
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IBM PC 


CAN YOU BEAT NICK FALDO AT HIS OWN GAME IN THIS 
STATE-OF-THE-ART GOLF SIMULATION? 

I T" , “The best true golf simulation available for the PC” 

” - “ STEVE FOUNTAIN PC FREELANCE 

^ “A superb golf simulation even more challenging 
^ j than Links 386 Pro” - ANTHONY GRIFFITHS 
- 5 _ THE WORD/THE SUN _ 

'■ V = ' ° “A real class act, just like playing against Nick 

' ? IBs iKffi ' _ Faldo in real life” - JOYSTICK _ 

• “““ I “The best looking, user friendly and playable 

IBM PC golf game on the Amiga” — THE ONE AMIGA 
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Right: The 
Westwood 
team in Las 
Vegas 

Far Right and 
below: Pencil 
sketches of 
the story are 
drawn up as 
primary 
reference for 
the artists 


Right: The 
fantasy gets 
underway as 
Zanthia 
follows her 
impulse 

Below Right: 
Enlist the help 
of characters 
en route 


Once upon a 
happy ending 

t he fundamental flaw with doing 

conversions is that you're left with that 
gnawing feeling that maybe, just maybe, 
you could have fine tuned the original game 
so much better. This is how Westwood 
Studios started out in 1984. 

Then Westwood Associates, the two man 
team of Brett Sperry and Louis Castel, 
sweated it out in a musty garage, getting the better of tough conversions but, at the same time, 
becoming increasingly convinced that game design in its embryonic stage was what they would 
really like to turn their fancy to. 

Subsequently they branded their wares to Virgin, an affiliation was dutifully formed, and out of 
this union was born The Legend of Kyrandia, a large fantasy adventure. 

The company now employs over 60 specialist 
writers, designers, programmers and animators. It 
invests a lot of time and effort in studying the 
methods of cinematography and theatrical 
production in a bid to develop sophisticated games 
that owe much to their cinematic approach in both 
style and content. The sequel to The Legend of 
Kyrandia, is currently nearing completion, to be 
released just prior to Yuletide festivities by Virgin. 
Entitled Fables and Fiends, The Hand of Fate 
is destined to take the adventurer on an 
absolutely enormous fantasy trip that, 
hopefully, won't be as linear, nor as frustrating 
as its predecessor. Versatility and mobility are, 
above all, what the development team is 
striving for in this new chapter. 

The crux of gameplay will involve you, as the 
young and impulsive Zanthia, traipsing from 
countryside to seashore, through swamps and 
onto coastal towns. To help with the navigation 
of these diverse terrains, aid from other in-game 
characters can also be enlisted en route, although it 
must be said that these people may well (as is the 
norm) present their very own dilemmas to be solved. 

Enhanced scaling technology and free movement 
will allow for greater investigation of scenes. Lighting 
will be tracked in a realistic 
manner and, accompanying 
musical scores, plus sound 
effects, will also be digitised. 
So much attention to detail 
must mean a departure from 
the linear and wooden 
characteristics of adventure 
games of yester-year. Success 
hinges on gameplay itself. 


Right: 

intricate 
chapters 
unfold as 
puzzles are 
solved and an 
assortment of 
scenes visited 


Below Right: 

Some quite 
sumptuous 
graphics 
offset the 
whole game 


Maelstrom, the development 

company behind StarLord, possibly this year's 
galactic space adventure hit (featured in PC Action 
issue one) have suddenly gone and got Itchy feet. 
The team is now in the throes of transfering all its 
creative energies from MicroProse to Psygnosis, 
the Liverpool based software publisher that's 
growing in stature since its affiliation with Sony. 

The game that is just getting off the ground 
under this new label will be a Spear of 
Destiny/Doom type scenario. More news as the 
plot unfolds. 


'It gives the purest sound 

you can get from a PC, synthesizing any 
musical instrument, to put an orchestra 
on your desk.' This is the poetic opinion 
of Datrontech's multimedia product 
manager, John Davis when quizzed on 
the capabilities of the Pro Audio 
Spectrum 16 card. The card features 16- 
bit 44Hz stereo sound, a fast SCSI 
interface, an advanced synthesiser and a 
fully MCP compatible sound mixer. 
Available from authorised Datrontech 
resellers for around £140. 


True Henry 
Ford style 

m r Ford is the only one to 

emulate when it comes down 
to designing and building 
the car of your dreams and then mass 
producing it in a bid to make that 
elusive fortune. And Detroit, an 
automobile simulation to be published 
by Impressions early in the new year, is 
the only forthcoming game that allows 
you to get on with the job and do Just 
this. The sim features a variety of 
exciting vehicles to build, sophisticated 
economic modelling and a flexibility 
that allows you to decide on assembly 
lines and superior marketing strategies 
in a competitive market. 
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Hack 'n'slash 


Eight: Choose 
weapons from the 
inventory box 
before an attack 
is launched 


Above Far Eight: 
The familiar 
isometric 3D 
perspective is used 
to good effect in 
Genesia 

Below Far Eight: 
Once you've built 
your dwellings, you 
even get the 
opportunity to 
explore within 

Eight: Explore dank 
dungeons, face up 
to weird and 
wonderful 
monsters and, 
basically, give as 
good as you get 




Above Far Eight: 

Create your cast 
of characters 
before gameplay 
commences 

Below Far Eight: 

The potential to 
explore up to 
100,000 buildings 
is there 

Below Eight: 
Interaction with 
characters is a 
way forward 


Afuffc/e grafted hackeis 

S o many role-play games assume a science fiction slant. Also 
many occur in the gloom ridden world of a future dark age. 
Gone are Golden Age Utopias. Instead, street life, while 
undeniably vibrant, consists of battles in espionage, combat and 
fully blown wheeling and dealing. 

CyberSpace, Empire Software's soon to be unveiled offering, 
comes across as no exception. Taking place in San Francisco in the 
year 2090, the Megacorporation repression has collided with 
street warfare. 

Create your own cast of characters, learn the cybernetic rules and 
enter into a 3D world set against a backdrop of huge computer 
networks. Here traditional loyalties may be questioned as you 

interact with fellow shady 
punks while betrayal and 
deceit run rife. 

CyberSpace has been 
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licenced from Iron Crown Enterprises (ICE), adventure game 
publishers who specialise in a number of different products. 
These include role-play games and supplements and boardgames. 

Pulling all the varying aspects of this expansive world 
together has been a mammoth task. There will be one million 
characters, 100,000 buildings, 100 
weapons and over 500 objects. A project 
of such huge scope could be construed as 
being cumbersome, so making gameplay 
as free flowing as possible is essential. To 
this effect the team has developed a 
unique Head-Up Display to cater for a full 
screen 3D view and, come December this 
year, sci-fi RPG veterans may well get the 
beckoning they've been waiting for - an 
open invitation intb ah alternative reality. 

^ ^ , 1.r 


Very Exceptional 
Rodents Multiplying in 

(Vast) Numbers, otherwise 
referred to as VERMIN, is 
what SpectraVideo is all 
about at the moment. Their 
latest PC accessory is the 
Speedmouse 2 from Logic 3. 
Retailing at £14.99, a snip of 
a price, it boasts three 
microswitched buttons, a 
nine pin PC connector, 400 
DPI speed and a 3.5" driver 
software. Surely a mouse for 
all humanity. 


Sierra On-Line boast over 20% 

of the market share in the US and since 
'92 have been distributing French 
publishers Coktel Vision's range in this 
market. This example is about to be 
followed, as from 1st January '94 the 
two companies are forming a similar 
alliance in Europe. The prime objective 
is to become an even bigger major 
player in multimedia products for the 
mass market. 


Something of a dark horse is 

Genesia, a populous-cum-civilisation 
game that Mindscape have just 
snapped up from French developers 
Microids. The scenario revolves around 
the player recovering seven missing 
jewels as quickly as possible. The only 
means to achieve this goal is to build 
up a strong economy, ease along the 
progress of technology by tactical 
management, and man an impressive 
army. Discoveries and inventions need 
to be nurtured, tradespeople used 
wisely and supplies, food and water, 
kept stocked to ensure something akin 
to smooth running of the environment. 
Taking on a 3D isometric viewpoint 
with no skimping on the graphics front, 
the game is shaping up to be a meaty 
challenge to both strategists and 
megalomaniacs alike. 




S trategic Simulations Inc, or SSI as they are more 
commonly known, have been carving a niche in the 
strategy war game market from as early as 1979 when 
Joel Billings, founder of the company, foresaw the 
explosion of personal computers. 

Since then, their annual turnover has surely and 

steadily shown incremental growth, to the tune of £8.5 million a 
year, in fact. But this alone isn't enough. 

Not content to be hammered into a corner with the label of 
'war game' stamped firmly on their collective forehead, SSI are 
now branching out to incorporate action, adventure and 
simulations into their gaming encampment. 

Dungeon Hack, to be distributed by US Gold in the UK come 
December time, is just one of a number of products that will be 
showing the light of day with this turnabout. 

Best described as a first person perspective fantasy role play 
adventure, it features a 3D point of view as the player begins 
his/her exploration of a massive dungeon environment, the 
ultimate goal being to annihilate the evil overlord guarding its 
sinister depths. 

A randomised dungeon generator will ensure 
that every game won't be just more of the same 
by the random placement of monsters, puzzles, 
spells and magical items, while the players 
themselves are allowed the choice of employing a 
set-up screen. 

It is then left to you to choose the type of 
monster against which to battle, the number of 
levels and also the degree of difficulty. 


We've always 
wanted to pubhsh a 
spectrum of 
software for the 
sophisticated game 
player - not just 
war and fantasy 
games' 

JOEL BILLINGS, FOUNDER OF SSI 

















































CD-ROM EXPLAINED 


WHAT IS CD-ROM? 

CD-ROM is a storage technology for large amounts of information, which can 
be accessed from a PC via a CD-ROM drive. CD-ROM technology uses 
Compact Discs (CDs) as its information storage medium. These disks can 
store high resolution colour images, millions of words, full audio sound tracks 
and much, much more. 

THE CD-ROM ADVANTAGE 

There are numerous advantages in having a CD-ROM drive. CDs can hold the 
equivalent of up to 600 floppy disks and software developers can design more 
sophisticated and complex programs to take advantage of this large storage 
capacity. Cheap production costs, compact design and the practically 
indestructible nature of CDs also makes them ideal for software storage. 

KODAK PhotoCD COMPATIBLE 

Kodak have recently introduced a new technology called Kodak PhotoCD. This 
allows normal photographs from a camera to be stored on CD discs, which 
can then be viewed on your PC. Photographs can be enhanced or manipulated 
using KODAK ACCESS or GRAPHICS WORKS software, to give you the results 
you need for your business presentations or the “family album”. 

MULTI-SESSION COMPATIBLE 

Some applications require that the information written to a CD-ROM is updated 
on more than one occasion. This involves several or 'multi' sessions of writing 
to the disc. Both the Mitsumi and Panasonic CD-ROM drives are multi-session 
compatible, which means that they can read all of the information which has 
been written to a CD in this way. Inferior, single-session drives can only read 
what was originally written on the first session, not the information added on 
subsequent sessions. Applications such as Kodak’s PhotoCD use multi- 
session technology to update CDs with additional photographs. 

MULTIMEDIA (MPC) COMPATIBLE 

The Mitsumi and Panasonic CD-ROM drives are ready for all types of 
multimedia applications. They are fully compliant with the Multimedia PC 
(MPC) standard, full compatibility with existing and future multimedia 
programs. 

DOUBLE SPEED TRANSFER 

Double Speed Transfer indicates that a drive is able to stream data from the 
CD-ROM drive to the computer up to twice as fast as a single speed CD-ROM 
drive. The most obvious benefit of dual speed can be seen when viewing AVI 
or Quicktime movies from CD-ROM. MPC Applications that need high speed 
transfer of graphics and audio data, such as the latest photo-realistic games, 
will also benefit from the increased data transfer rate of double speed drives. 

DO I NEED AN INTERFACE CARD? 

The Mitsumi CD-ROM drive includes a 16-bit AT interface card as standard, 
but does not require this interface when used with a sound card which 
includes a Mitsumi CD-ROM interface, eg. Sound Galaxy NX Pro Extra, NX Pro 
16 and Business Audio sound cards. A Panasonic CD-ROM interface is also 
included on the Sound Galaxy NX II, NX Pro Extra, NX Pro 16 and Business 
Audio Sound Cards. If you already own, or purchase one of these sound cards, 
you will not need to buy an additional interface. (Check sound card models 
from other manufacturers to see if they include a Panasonic CD-ROM 
interface). Alternatively, a Panasonic CD-ROM AT Interface is available from 
Silica - CDR 4099 ESOwat. 

EASY TO INSTALL AND USE 

Both drives are easy to install. Just slide them into a spare 5.25" drive bay in 
your PC*. They do not require disc caddies and disc loading is via a manual 
slide mechanism on the Mitsumi drive and a motorised tray loading 
mechanism on the Panasonic drive. 

‘NOTE: Some drives may require slide rails - check your PC drive bay. 



MITSUMI 


LU005S 



MULTI-SESSION 

SINGLE SPEED 

• Plays Audio CDs 

• Dust Proof Mechanism 

• Supports Kodak Photo CD 

• Includes 16-bit AT Interface Card 

OR CAN BE DIRECTLY CONNECTED TO AN AZTECH NX PRO 

Extra. NX Pro 16 or Business Audio Sound Card 

• 5.25" Internal Drive Mounting* 

• 175 Kb/sec Sustained Data Transfer 

• Built-in 32K Buffer 

• RCA Style Headphone Connectors 

• Fully MPC Compliant 

• 2 Year Warranty 


FREE DELIVERY 



-t-VAT = £151.58 CDR 3005 
‘NOTE: Some drives may require slide rails - check your PC drive bay. 


Panasonic 


CR562B 



HOW THE MITSUMI AND PANASONIC CD-ROM 
DRIVES COMPARE TO THE COMPETITION 



RRP 

excVAT 

Access 

Time 

ms 

Data 
Transfer 
Raie kb/s 

MPC 

Compatible 

Kodak 

PhotoCD 

Compatible 

Cache 

Memory 

Dust 

Seal 

Multi 

Session 

Mitsumi LU005S 

£149 

350 

175 

/ 

/ 

32k 

/ 

/ 

Hitachi 3700Y 

£410 

300 

150 

/ 


64k 

/ 


Philips 462M 

£349 

350 

175 

/ 

/ 

32k 


/ 

Toshiba 3401B 

£499 

200 

375 

/ 

/ 

64k 

/ 

/ 

Nec Multispin 84 

£409 

280 

300 

/ 

/ 

256k 

/ 

/ 

Panasonic CR562B 

£334 

320 

300 

/ 

/ 

64k 

/ 

/ 

Philips 215 

£329 

360 

175 

/ 

/ 

64k 

/ 

/ 

Sony CDU 31A 

£395 

550 

150 

/ 

/ 

64k 


/J 


INTERFACE OPTIONS 


You will not need an interface card for your Panasonic CD-ROM drive if you 
own, or purchase a Sound Galaxy NX II, NX Pro Extra, NX Pro 16 or Business 
Audio sound card, which include a Panasonic CD-ROM interface. (Check 
other sound card models to see if they include a Panasonic CD-ROM 
interface). Alternatively, a Panasonic CD-ROM interface is available from 
Silica - CDR 4099 £30+vat. 


MULTI-SESSION 

DOUBLE SPEED 

Plays Audio CDs 
Dust Proof - Embedded Lens Cleaning 
Supports Kodak Photo CD 
Optional AT-BUS Interface Card 
5.25" Internal Drive Mounting* 

• Dual Speed Transfer - 150/300 
Kb/sec Sustained Data Transfer 

• Built-In 64K Buffer 

• RCA Style Headphone Connectors 

• Fully MPC Compliant 

• Motorised Tray Loading Mechanism 

• 1 Year Warranty 


FREE DELIVERY 


£169 

-pVAT = £198.58 CDR 4097 
‘NOTE: Some drives may require slide rails - check your PC drive bay. 



SOUND 

CARDS 


To complement these CD-ROM drives, we also stock 
the high quality range of CD compatible Sound Galaxy 
PC Sound Cards. Details of the Sound Galaxy range 
will be sent with your CD-ROM drive literature. 


CD-ROM SOFTWARE 


Buy either KODAK ACCESS or GRAPHICS WORKS software at special low prices, with your Mitsumi or Panasonic CD-ROM Drive. 


SOFTWARE FEATURES COMPARISON access 


Direct Photo CD Import 


Resize Or Crop Images 


Flip And Rotate Images 


Export To: BMP, TIFR JPEG Formats 


Import From Other Applications 


Special Visual Effects: Blur, Emboss Etc 


Text Handling 


Bitmap Drawing Tools 


Vector Drawing Tools 


Logo Creation 


Painting Tools - Brush etc. 


Also Supplied: 


Presentation Package Included 


Wipe And Fade Between Images 


Windows Draw Package Included 


Vector Based Drawing 


Picture Image Library 


Clipart Library - Over 10,000 Images 


✓ 

1000 


KODAK ACCESS 



The Kodak Access software 
application is Kodak’s official PhotoCD 
software title. With it you can select, 
view and manipulate photographs 
which have been stored using Kodak’s 
PhotoCD technology. 

. View Stored Photographs • Export to Other 

• Crop & Resize Images Programs 

• Rotate & Flip Pictures • Change Colours 


RRP 505 + 


£20 

+VAT = £23.50 CRK 6001 


GRAPHICS WORKS 




Graphics Works from Micrografx provides 
all of the functions found in Kodak Access. 
PLUS the ability to edit images or existing 
photographs, apply special effects and 
then save them in other formats. Also 
supplied are three extra programs which 
allow you to create presentations edit 
logos or use one of the 10.000 supplied 
images in your own applications! 


£50 

+VAT= £58.75 CRG5100 


SPECIAL SOFTWARE PRICES ONLY AVAILABLE WHEN PURCHASED 
WITH A MITSUMI OR PANASONIC CD-ROM DRIVE 



SILICA OFFER YOU 


I Before you decide when to buy 
*1 your new PC peripherals, we 
™ suggest you think very carefully 

WHERE you buy them. 
Consider what it will be like a few 
months after you have made your 


purchase, when you may require additional products, or 
help and advice with your new purchase. And, will the 
company you buy from contact you with details of new 
products? At Silica, we ensure that you will have nothing to 
worry about With our unrivalled experience and expertise, 
we can meet customers’ requirements with an 
understanding which is second to none. Complete and 
return the coupon now for our latest FREE literature and 
begin to experience the ‘Silica Service”. 

• FREE OVERNIGHT DELIVERY: 

On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: 

A team of technical experts will be at your service. 

• PRICE MATCH: 

We match competitors on a “Same product - Same price" basis. 

• ESTABLISHED 15 YEARS: 

We have a proven track record in professional computer sales. 

• PART OF A £50M COMPANY (wHh over 200 staff): 
We are solid, reliable and profitable. 

• BUSINESS + EDUCATION + GOVERNMENT: 

Volume discounts are available. Tel: 081-308 0888. 


• SHOWROOMS: 

We have demonstration and training facilities at all our stores. 

• THE FULL STOCK RANGE: 

All of your requirements are available from one supplier. 

• FREE CATALOGUES: 

Will be mailed to you with special offers and full details of 
hardware, peripherals and software. 

• PAYMENT: 

We accept most major credit cards, cash, cheque or monthly 
terms iAPR 29 8% - written quotes on request!. 




MAIL ORDER: 1-4 The Mews. Hatherley Rd, Sidcup, Kent DA14 4DX Tel: 081-309 111^ 

Order Lines Open: Mon-Sat 9.00am-6.00pm _ No Late Night Opening _ Fax No: 081-308 0608 

LONDON SHOP: 52 Tottenham Court Road, London, W1P OBA Tel: 071-580 4000 

Opening Hours: Mon-Sat 9.30am-6.00pm _ No Late Night Opening _ Fax No: 071-323 4737 

LONDON SHOP: Selfrldges (BasementArena), Oxford Street, London, W1A 1AB Tel: 071-629 1234 

Opening Hours; Mon-Sat 9.30ain-7.00pm Late Night: Thursday - 8pm Extension: 3914 

SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 4DX Tel: 081-302 8811 

Opening Hours: Mon-Sat 9.00am-5.30pm _ Late Night: Friday - 7pm _ Fax No: 081-309 0017 

ESSEX SHOP; Keddies ( 2 nd Floor), High Street, Southend-on-Sea, Essex, SSI 1LA Tel: 0702 468039 

Opening Hours: Mon-Fri 9.30am-5.30pm (Sat 9.00am-6.00pm) _ Late Night. Thursday - 7pm _ Fax No- 0702 468039 

IPSWICH SHOP: Debenhams ( 2 nd Roor), Waterloo House, Westgate St, Ipswich, IP1 3EH Tel: 0473 221313 

Opening Hours: Mon-Fri 9.30am-5.30pm (Sat 9 00am-6.00pm)_ Late Night: Thursday - 9pm _ Fax No: 0473 287762 j 

Hu. Silica, PCACT-1293-118, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4Dx"^ 


PLEASE SEND INFORAAATION ON PC CD-ROM DRIVES 


Mr/Mrs/Miss/Ms;. Initials:. Surname: 

Company Name (if applicable): . 

Address:. 


. Postcode: . 

I Tel (Home):. Tel (Work): . | 

L_Which computer(s), if any, d o you own?.118 C ^ 

E&OE - Advertised orices and specifications may change - Please return the coupon for the latest information. 
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Direct Mail 
Sf>eck3lisfs 
for 

PC Aviation 


Finally there’s a Simulator - So complete and authentic that Pilots use it for training. 


Finally there's a simulator - designed from the outset as a flight 
trainer for pilots, but with an extra capability for both Sport and 
Leisure flight. It has many commercial simulator features - with 
flight performance, cockpit facilities and visual detail unequalled 
in quality on a personal computer. Its realism, accuracy and 
versatility makes Light Aircraft Simulator VFR - the choice - for all 
pilots and flying enthusiasts. 

The seven Light Aircraft types include an aerobatic aircraft, F^igh 
and Low wing trainers and tourers, each configured with tricycle 
or tailwheel landing gear. These aircraft may be flown in day or 
night conditions, from more than 160 airfields located in six 
countries of northwest Europe. An area of southern England is 
specially enhanced with a variety of geographic and other visual 
features. Eight cockpit view directions provide all round visibility. 
All airfields are fully detailed with taxiways, buildings, runway 
lighting, markings and actual approach lighting configurations. 

Other features include - Dynamic and Static Slew Modes - Airfield 
Directory - Go-To Airfield Facility - Dynamic Map Display - Static 
Chart Display - Multi Function Editor - Configuration Files - Weather 
Environment - Real World Latitude and Longtitude Co-ordinates 
Positioning - Aircraft Checklists and Performance Data - 
Navigation Charts - VDF Procedure Chart - Comprehensive 
Manual including an Introduction To Flight Theory & Aircraft 
Systems. 


Lur 
A mciArr 
SmVLATOlI^ 



So complete and authentic.... 
....that Pilots use it for training 


Flight Smulotion Software 


Light Aircraft Simulator VFR 

£49.95 f 

' Please spe>;/'V Disk sive 




Mirimun'. .RectiirKttei^ts 
•BM PC - itMHz SCC3S’ 
RAM ■ VOA ' 
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The IFR expansion provides Light 
' Aircraft Simulator with a full 
Instrument Flight capability. This 
includes a dedicated IFR Virtual 
Flight Panel which may be 
manipulated in the same way as 
the normal VFR flight panel. The IFR 
equipment includes VCR - ILS - ADF 
and DME with relocatable positions 
for ADF and VCR. Full Morse audio 
idents are provided, these may be 
controlled with an Audio Selection 
Panel. The Radio Navaids 
database extends just beyond the 
northwest Europe environment 
found in LAS-VFR, enabling full IFR 
flight in the area. A Navaids 
facilities and track plot display 
extends the standard mapping 
functions. ^ ^ ^ ^ 

"“SI'S'"'' £39.95 

(Requires LAS-VFR) (£34.00 Ex VAD £3.50 p+p 


Light Aircraft Simulator incorporates a unique cockpit 
feature - the off-screen Virtual Flight Panel - which 
increases the effective flight panel size, allowing 
instruments and systems to be realistically sized and 
spaced - with occasional access facilities located off the 
normal display screen. A key activated Raise - Lower - 
Slide action, instantly moves all parts of the Flight Panel into 
view when required, simulating the pilots need to 
occasionally glance and check certain facilities. The 
forward Out-of-Cockpit view is sized by a similar process. All 
Instruments and Systems are accurate, fully operational 
and include failure modes. The Virtual Flight Panels for 
LAS-VFR and the optional IFR expansion are depicted here. 
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Virtual Flight Panei - LAS VFR 
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Virtual Flight Panel - LAS IFR (Expansion Option) 
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Available NOW 

Digital Flight Store 
PC Aviation 
Catalogue 


Contains: Fiardware, Flight Controls, 
Software, Books, Charts, and other 
PC Aviation related products. 

Please send large SAE (or 1st Class stamp) 


Orders To; 

Digital Flight Store (PCA2) 

Avellon House 

18 Hilgrove Rood 

NEWQUAY 

Cornwall TR7 2QZ 

Tel/Fax Orderline: 0637 876665 


U.K. VAT is Charged on goods 
supplied to EEC countries, unless 
purchaser submits an EEC VAT 
Registration Number.. 

Other Export orders exclude VAT. 

Credit Cdrd orders - cdrriage 
charged dt cost - otherwise odd 
£12 for corrioge. 


VISA a MASTERCARD 
Welcome 
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Right: The sonars 
detect vessels in 
the vicinity and 
the SSN-21 
Seawolf launches 
a magnificent 
attack 


Top Right: Micro 
Machines, a 
game in which 
little things 
mean big 
business 

Bottom Right: 
Swerve around 
the breakfast 
table, avoiding 
the slices of toast 



Wolf in sub's clothing 

t he team behind Electronic Arts' SSN-21 Seawolf, due for an early 
January launch, doesn't exactly agree with the premise that, 
generally speaking, modern simulations don't fare so well against the 
golden oldies such as Silent Service II and Aces of the Deep. 

Their forthcoming state-of-the-art sim based on the real life 
prototype SSN-21 submarine is an entirely different animal than the 
old U-Boat. 

Older vessels, according to Paul 
Grace who is the producer of the 
project and the man behind Seal 
Team and 688 Attack Sub, had 
limitations in sensors, weapons, 
performance and stealth. 

'The SSN-21 Seawolf is better 
than state of the art,' he adds. 

'We're modelling three types of 
missiles, torpedoes and sensor suites 
as well as defensive systems. At 
product level the actual stereo sound field makes the game far more realistic than 
any other I have played. The gameplay in Seawolf is. I'm sure, going to be better 
than any other type of sub game, including the older 688. In the end, that's what 
really counts.' 

Just as the game recreates the atmosphere of underwater warfare, with more 
than 40 types of surface ships, 25 submarines and over 33 missions that make up 
the overall campaign, so too is it primarily one of stealth and cunning. 

As one of the fastest, deepest diving and most heavily armed US subs ever put to 
sea, it goes without saying that the potential is there for a great game. 


'US naval institute 
proceedings and Defence 
Weekly are my 
entertainment reading - 
I'm so much fun at 
parties' 

PAUL GRACE, PROJECT PRODUCER 


xil ^ . 1 
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A hybrid gamss/homB PC may well entice pre Christmas buyers if 
they have £500 at hand. Reduced by £200, the Amstrad MegaPC is a fully IBM 
compatible 386SX PC with 40Mb hard drive, incorporating an inbuilt Sega Mega 
Drive games console. Ideal for serious home users with an inkling for 
entertainment as respite from heavy duty spreadsheets. 



am 
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The PC Action guide to up and coming events in the video 

gaming world. Make a date: 


24th-28th November - Supergames. Port de Versailles, Paris. 

Tel: 010 331 42 00 33 05 


29th Nov-2nd Dec - Virtual Reality Show. New York Hilton, I 

New York. Free admission. 


29th Nov-2nd December - VR User Show. London Novotel. I 

Tel: 081 994 6477 


2nd-5th December - Computer Shopper Show. Olympia, 1 

London. Tel: 081 742 2828 


6th-9th January - Consumer Electronics Show. Las Vegas 

Convention Centre, USA. Tel: 0101 202 457 8728 

Microsoft Flight Simulator V.5 

Microsoft £39.99 

Frontier: Elite 2 

Gametek £39.99 

Wing Commander: Privateer 

Electronic Arts £49.99 

Streetf ighter 2 

US Gold £29.99 

Kasparov's Gambit 

Electronic Arts £44.99 

Privateer (speech pack) 

Electronic Arts £19.99 

Zool 

Gremlin Graphics £34.99 

X-Wing 

US Gold £45.99 

Jurassic Park 

Ocean £34.99 

Sensible Soccer 92/93 

Renegade/Mindscape £32.99 

Day of the Tentacle 

US Gold £42.99 

Links 386 Pro 

US Gold £45.99 

Championship Manager 93 

Domark £29.99 

Premier Manager 

Gremlin Graphics £29.99 

X-Wing: Imperial Pursuit 

US Gold £19.99 

Links - Belfry 

US Gold £22.99 

Dark Sun - Shattered Lands 

US Gold £45.99 

Fields of Glory 

MicroProse £44.99 

Syndicate 

Electronic Arts £44.99 

Simon the Sorcerer 

Adventure Soft £39.99 
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Cosmic, man 

n o longer are PCs limited to the middle 
aged business man huddled over his 
spreadsheets. The PC gaming world is 
burgeoning and, with this growth, comes 
the arrival of more arcadey type games that 
will appeal to youngsters from the age of 
eight upwards as well as providing a relaxation 
for the more 'mature' player. 

Cosmic Spacehead, due for release by 
Codemasters before the year's end fits the bill 

perfectly. Combining an intriguing mix qf ,- 

adventure and arcade action, it follows th^ r 
traditional point and click control system, yet 
each episode is interspersed with animation i \ • 

sequences to retain hold of the player's attention. 

The graphics reflect the wacky cult cartoons of the 1950s as the protagonist - 
Cosmic - steams his mean 'n' moody way around, among other locations, his 
home planet and a space station on his journey to prove the earth's existence. 

Altogether, the game plan involves 32 arcade orientated action games. What 
with astro car racing and robot attack asteroid fields, surely there'll be 
something to entice even the most serious of gamers into the fray..? 

Also from Codemasters comes Micro Machines. Massive on the Mega Drive, 
this is a competitive racing game with a difference. Forget about stretches of 
highway and chevrons galore. Think more along the lines of breakfast and 
snooker tables, even bath tubs. Entering a miniature world, your micro vehicles, 
whether they be dune buggies or combat tanks, have heaps of obstacles to race 
over and fun, fun, fun is guaranteed all the way. Due for a new year release. 
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Eight: in 
Ultima VIII the 
protagonists' 
movements 
and 

characteristics 
will be much 
more realistic 
than former 
Ultimas 
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Cult hero Richard Garriott, aka Lord British, is 
on a new crusade. His long running Ultima 
Underworld series is about to be resurrected - 
Ultima VIII is the name of the game 


i 


Eight: ultima 
VIII, the latest 
installment 
from Lord 
British 

Far Eight: 
Chris Roberts, 
designer of 
Strike 
Commander 
and Privateer 
and co-helper 
on Ultima VIII 




Initial design meetings focused less on storyline and more 
on answering the question - what do we want to change 
from Ultima VII?' 


everyday life and suspend belief for a few 
short hours. Ultima's power is altogether more 
pungent and intensive. The audience is a 
captive one simply because the very nature of 
role-playing games is a considerably rnore 
intensive experience and the elemeht of 
interactivity demands involvement. 

This perhaps goes some way to explain the 
cultish appeal of the Ultima series. 
Undoubtedly, this has fuelled the sensational 
and unsubstantiated reports over the years 
from the tabloid media that role playing 
games are potentially dangerous. 

But what of the principal character Lord 
British? Garriott describes Lord British as an 
'alter-ego' although this 
fantasy character is far more 
than some hollow ego-trip. 
The intention of the Ultima 


series has always been pure escapism and Lord 
British has stood as a guardian or lynch-pin 
between the real and the fantasy world. 

Richard and his brother Robert are sons of 
NASA astronaut Owen Garriott, one of the 
few men to have seen the Earth from space. 
His stories must have inspired the spirit of 
adventure in his young sons. Today Robert is 
President of Origin, having steered a course to 
academic brilliance achieving a Bachelor of 
Science, an MBA in Finance and a Master's 
degree in engineering. 

Meanwhile, Hichard'e aspkarions 

cOuldinbt have been further from those of his 
studious brother, (t was in 1979 that we saw 
the embryonic stages of the computer gaming 
industry. Simplistic brick battering favourites 
Break-Out and Ping Pong were superseded by 
Space Invaders. 

At this early stage, Richard Garriott was 
perhaps the first to make the connection 
between the immensely popular board and 
die-based role playing market and the early 
home computers which struggled with a few 
scrawly sprites. 

Garriott was fascinated with the intensity of 
role-playing and began to experiment with 
transferring this to the basic computer 
equipment available to him. 

A highly unlikely juxtaposition, but this 
ground-breaking discovery alone decorates 
Garriott with the honour of being a pioneer in 
the field of computer gaming. For over a 
decade the Ultima series has formed the 
backbone of Origin. 

In its infancy, video-gaming had progressed 
little further than simple alien blasting. But 
Garriott's lone premier production, Akalabeth, 
was the first ever role-playing adventure on 
home-computer. This was the inspiration for 
the first Ultima game and the manifestation 
of Lord British. 


□ niy in the gaming industry could the 

Senior Vice-president of a multi-million 
dollar empire get away with self- 
proclaimed feudal nobility. Only he could 
court publicity dressed in doublet and hose, 
crown and cloak. 

Lord British aka Richard Garriott, has honed 
this headline-making eccentricity to perfection 
in a successful bid to live up to the general 
media's perception that adventure role- 
playing is just plain weird. 

But Ultima Underworlds is officially the 
'best-selling series of all time'. With some 2.5 
million copies sold, it would seem that there's 
an awful lot of weirdos out there. Maybe 
though, just maybe, the success of Origin, the 
development company behind this saga, is just 
down to a basic human need for fantasy? 

Origin's extraordinary office complex in the 
US stands as a bizzare shrine to the genre that 
has made its fortune. Corridors of doors stand 
out of kilter like a twisted Polanski camera- 
shot. And if you venture further into its core 
you encounter triangular shaped offices and a 
cone-shaped music studio. 

The whole success of the ultima 

range hinges on the fact that our lives unfold 
in a drab, predictable and unmagical world. Its 
success has come through its ability to dip in 
and out of reality at will, without having to 
taste cold steel, an Alchemist's elixir... or 
struggling in and out of period costume. 

If movies can lift an audience out of 
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'Every character 
walks, eats and 
tights with his/her 
awn personal and 
distinctive 
mannerisms' 


secondary attack movement and leap. The one 
possible drawback to all this was the removal of 
travelling companions, but we believe the 

enhanced movement 
far out-weighed the 
presence of another 
mouth to feed.' 

From the ideas 
generated about 
motion, the team 
elected to include a 
realistic 

representation of the 
law of physics - throw 
an object and it 
follows a real 
trajectory. Third on 
the list - a desire to change the general look 
and feel of the game. Morris explains, 'We 
approached this from two directions. First we 
further decreased the angle of perspective so 
that the camera, if you will, has been lowered to 
an orthogonal-view exposing greater surface 


area of the objects and the characters in this 
world. Since there is much more to see, this 
required sharper detail - hence the fully- 
rendered characterisations. 

Not only will movement seem smoother, but 
since each individual sprite was drawn with its 
own unique animation frames, every character 
walks, eats and fights with his or her own 
personal and distinctive mannerisms.' 

The production of ultima vm is 

outstanding and it perfectly demonstrates 
Origin's undaunted resolve to always stay on the 
leading-edge of game design. 

Origin intend to follow a very clear direction 
for the future. This involves concentrating on 
improving production, exploring a whole new 
spectrum of technologies and never taking on 
the attitude of being complaisant. But in the 
meantime, Richard Garriott is only too pleased 
to add a bit of glamour to the proceedings in 
hand as he cuts a rather dashing figure in his 
elegant doublet and hose. 


Above: 

Richard 
Garriott and 
Chris Roberts 
relaxing in the 
US offices 

Right: Richard 
Garriott dons 
his medieval 
costume and 
crown to 
become Lord 
British 


Right: 

Combat, as is 
the norm, 
features 
prominently 
while 
adventuring 


Looking back over a decade, 
each chapter of the Ultima story 
reflects the major advances in 
computer gaming advances... it is 
little wonder that Origin leads 
the field today. The first Ultima 
titles were viewed directly overhead, giving the 
player a godlike perspective. Over the years, a 
slant towards a 30/60 degree isometric view was 
realised in line with greater graphic and sonic 
advances. The Ultima team, always lead by Lord 
British, were the first to combine conventional 
adventure techniques with this unprecedented 
role-playing environment. This allowed players 
to be able to physically control characters and 
move into a 2D presentation to integrate with 
other characters. This has since become state-of- 
the-art technique in adventure-roleplaying. 

The technology behind the Ultima range has 
always been backed up by extraordinary 
storyline and script construction. With the 
mythical world of Britanica as its backdrop, stock 
identifiable characters and countless surprises. 
Ultima has been a clever mix of role-playing 
freedom with an impossible number of routes to 
explore. Ultima has allowed Origin to expand 
and diversify, and today Origin has an enviable 
back-catalogue of games ranging from the 
massive selling Wing Commander series to the 
best selling adventure. Times of Lore. 

SoniB fiftBBn years since the first Ultima 
game, Origin is poised to launch Ultima VIII. 
Once again Lord British is at the helm of what is 
promised to be Origin's most dynamic and 
technologically advancing project to-date. 

Based on an entirely new engine, Garriott and 
team have lavished this game with movie-like 
cinematics and astounding speech without 
taking up any RAM. 

Key designer, Andrew Morris, describes the 
production of Ultima VIII. 'Initial design 
meetings for the game focused less on storyline 
and more on 
answering the 
question, what do 
we want to change 
from VII? The first 
and unanimous 
change was the 
speed of the game 
which was 
something we 
learned from 
consumer research 
and talking to 
critics.' The issue of 
speed was priority one and indeed, first 
impressions of VIII is of a noticeably faster and 
smoother game. Morris continues, 'The second 
issue on the agenda was variety. The character. 
Avatar, is imbued with far more motion 
permitting him to walk in any direction, select 
















SYNDICATE 

29.49 


X WING 

30.49 


13.49 17.49 


F16 FALCON V 3.0 

21.49 



LEMMINGS 3D GOLF 

14.49 16.99 



KICK OFF 2 

13.49 


CHAMP MGR 1 

11.49 


CHAMP MGR 93/94 

20.49 


PRO TENNIS 2 

14.49 



13.99 



14.49 




11.49 


14.49 


13.49 


17.49 


20.49 


14.49 


27.49 


20.49 


17.49 


17.49 


25.49 


I lAipdjirANr- 

|C = CGA (Colour Graphics Adaptor) 

|E = EGA (Enhanced Graphics Adaptor) 

!V s VGA (Video Graphics Array) 

ISV = Super VGA 
|256C = 256 colour 

; 286/386 = Minimum machine requirement 
I MB = Minimum requirement of RAM 
I HD = High Density Disks 
iDUAL = Both 3.5 and 5.25 disks included 
;• = NEW item 


688 ATTACK SUB E/V/286 .11.49 

A-TRAIN CONSTRUCTION SET E/V/286 .12.49 

A-TRAIN E/V/286 .15.99 

A.T.A.C. V/286.29.49 

A320 AIR-BUS V/256C/286 .27.49 

A320 AIRBUS (USA VERSION) V/256C/286 .27.49 

ACES OF THE PACIFIC V/256C/SV/386 .27.49 

ACES OVER EUROPE V/256C/SV/386.28.49 

AIR BUCKS EA//286 .18.49 

AIR FORCE COMMANDER V/286 .21.49 

ALIEN 3 V/286* .21.49 

ALIEN BREED V/256C/286 .20.49 

ALONE IN THE DARK 2 V/386/2MB • .31.49 

ALONE IN THE DARK H/D V/256C/386.28.49 

AMERICAN GLADIATORS E/V/286 •.20.99 

ARC SR MACLEAN S POOL V/256 .23.99 

B1- uYING FORTRESS V/256C/286 .17.49 

hf IAN RETURNS V/286 • .20.99 

B fLE ISLE 93 V/286.18.49 

B ITLE ISLE H/D E/V/286 .16.99 

BATTLEHAWKS 1942C/EA//286 .11.49 

BENEATH THE STEEL SKY V/386 • .23.99 

BETRAYAL AT KRONDOR V/256C/SV/386 .28.49 

BLOODWYCH C/E/286 .13.49 

BLUE FORCE V/286 • .24.49 

BLUES BROTHERS C/EA//286.9.49 

BODY BLOWS V/256C/286 .20.49 

BURNING RUBBER V/286 .20.49 

BUZZ ALDRIN INTO SPACE V/256C/286.31.49 

CAESER DELUXE V/286 .21.49 

CAMPAIGN 2 V/286 •.25.99 

CAPTIVE 2 - LIBERATION H/D V/386 .23.49 

CASTLES 2 E/V/286 .23.49 

CHAMPIONSHIP MANAGER 93 UPDATE DISK 

C/EA//386 •.9.49 

CHAMPIONSHIP MANAGER 93/94 C/E/V/386.20.49 

CHAMPIONSHIP MANAGER C/E/V/286 .11.49 

CHESS MANIAC 5 BILLION AND 1 V/256C/286 ...28.49 

CHESSMASTER 3000 EA//286 (DUAL).25.49 

CIVILISATION V/286 .27.49 

CORRUPTION (M/SCROLLS) E/286 .4.49 

CREEPERS V/286 .21.99 

CRUISE FOR A CORPSE EA//286 • .12.49 

CURSE OF ENCHANTIA V/256C/286 .14.49 

CYBERSPACE V/286 •.23.99 

DANGER ZONE E/V/286 • .14.99 

DARKLANDS V/256C/386 .28.49 

DAUGHTER OF THE SERPENTS V/256C/286 ...26.49 
DAVID LEADBETTER S (MICROPROSE) 

3D GOLF V/256C/386/2MB .16.99 

DAY OF THE TENTICLE V/256C/286.28.49 

DETROIT V/286 • .21.49 

DRACULA V/386 •.25.99 

DREAMLANDS 

(TRANSARCTICA. STORM MASTER. 

ISHAR) E/V/286 • .19.49 

DREAMWEB V/286 •.25.99 

DUNE 2 - BATTLE FOR ARRAKIS V/256C/286 ...23.99 

DUNE EA//286.14.99 

DUNGEON MASTER EA//286 .23.49 

DYNA BLASTERS E/V/286 .23.49 

ELITE 2 (FRONTIER) E/V/286 .26.49 

ERIC THE UNREADY E/V/286.23.49 

EUROPEAN CHAMPIONS E/V/286 .20.49 

EYE OF THE BEHOLDER (SSI) E/V/286 .14.49 

EYE OF THE BEHOLDER 2 V/256C/286 .25.49 

EYE OF THE BEHOLDER 3 V/256C/386 .26.49 

FI (DOMARK) V/286 • .21.49 

F15 STRIKE EAGLE 2 C/EA//286 .14.49 

F15 STRIKE EAGLE 3 V/256C/386/2MB .17.49 

FI6 FALCON V 3.0 V/286/1 MB/DOS 5 .21.49 

FI 9 STEALTH FIGHTER M/CGA/EGAA/GA/286 ... 13.49 
FABLES & FIENDS - KYRANDIA 2 V/256C/286 • 23.99 
FABLES & FIENDS - 

LEGEND OF KYRANDIA V/256C/286 .24.49 

FANTASTIC WORLDS 
(REALMS. PIRATES, POPULOUS, 

WONDERLAND) E/V/286 .26.49 

FIELDS OF GLORY V/256C/386/2MB .28.49 

FIRST SAMURAI EA//286. . . 17.49 

FLASHBACK V/256C/286. 25.49 

FLIGHT SIM TOOL KIT (WINDOWS V3) V/386 • - 32.49 

FLIGHT SIMULATOR 5 SV/386/2MB • .31.49 

FORGOTTEN CASTLE V/256C/386 • 28.99 

FORMULA 1 GRAND PRIX V/286 19.99 

FREDDY PHARKAS FRONTIER 

PHARMACIST V/256C/SV/386 . 26.49 

FUTURE WARS C/E/V/286 . 10.49 

GATEWAY 2 V/256C/286 • .23.49 

GEAR WORKS EA//286 •.15.49 

GLOBAL DOMINATION V/286*.21.49 

GOAL V/286 • .23.99 

GOBLIIINS 2 V/286 .21.49 

GRAHAM GOOCH WORLD CLASS CRICKET V/28622.49 

GRAND PRIX CIRCUIT EA//286 • .10.99 

GRAND PRIX UNLIMITED V/286 .23.49 


GREAT NAVAL BATTLES H/D V/256C/286.25.99 

GUNSHIP 2000 V/286 .23.49 

HEROQUEST EA//286 .10.49 

HIRED GUNS V/286 .28.49 

HISTORYLINE 1914-18 V/286 .25.99 

HOME ALONE 2 EA//286 .18.99 

HOOK V/286 .11.49 

HUMANS 2 V/286 •.20.99 

IMMORTAL EA//286 .10.49 

INDIANA JONES FATE OF 

ATLANTIS ADVENTURE V/256C/386 .24.99 

INNOCENT V/286*.25.49 

INTERNATIONAL RUGBY CHALLENGE V/286 ...16.99 

ISHAR 2 - LEGIONS OF CHAOS V/256C/286 .20.49 

JACK NICKLAUS GOLF C/E/286 .5.49 

JIMMY WHITES SNOOKER V/286 .18.99 

JINXTER (M/SCROLLS) E/286 .4.49 

JORDAN IN FLIGHT SV/386 .26.49 

JURASSIC PARK V/286 .23.49 

KASPAROV'S GAMBIT V/386 • .28.99 

KGB E/V/286 .24.49 

KICK OFF 2 C/E/V/286 .13.49 

KINGS QUEST 1 E/V/286 • .11.49 

KNIGHTS OF THE SKY EA//286.13.49 

KRUSTY’S SUPER FUN HOUSE V/286 • .21.49 

LANDS OF LORE V/256C/386 • .23.99 

LASER SQUAD (ENHANCED) V/286.21.49 

LEATHER GODDESSES OF PHOBOS 2 E/V/286 18.49 

LEGEND (WORLD OF LEGEND) EA//286.15.49 

LEGENDS (KRISALIS) V/286 * .19.99 

LEISURE SUIT LARRY 1 E/V/286 * .13.49 

LEMMINGS C/E/V/286 (DUAL) .14.49 

LEMMINGS 2 V/286 .26.49 

LEMMINGS DATA DISK - OH NO! C/E/V/286 (DUAL)10.99 

LETHAL WEAPON V/286.18.49 

LINKS (GOLF) (NORM) V/386.12.99 

LINKS 386 PRO V/386 .30.49 

LITTIL DEVIL V/256C/386.25.49 

LOST KINGDOMS V/286 .21.99 

LOTUS 3 - THE FINAL CHALLENGE V/256C/286 21.49 

LURE OF THE TEMPTRESS V/286 .24.49 

M & M - DARKSIDE OF XEEN V/286 * .28.99 

Ml TANK PLATOON E/V/286 .14.49 

MAGIC BOY E/V/286 * .17.99 

MAN UTD PREMIER LEAGUE CHAMPIONS V/286 • ...22.49 

MANCHESTER UNITED C/E/V/286 .10.49 

MEGA LO MANIA EA//286 .17.49 

MIG 29 E/V/286 .11.49 

MIG29 (NEEDS F16 FALCON V3) V/286/1MB * ...18.49 

MONOPOLY E/V/286.22.49 

MORTAL KOMBAT V/286 *.23.99 

NASCAR E/V/286*.14.99 

NFL '94 V/256C/386 •.20.99 

NFL FOOTBALL V/386 • .25.99 

NHL ICE HOCKEY 94 V/386/2MB • .28.99 

NIGEL MANSELL S WORLD CHAMPIONSHIP V/286 ...20.49 

NIPPON SAFES V/286 .23.49 

PACIFIC STRIKE V/256C/386/4MB *.32.99 

PATRICIAN V/256C/386 .22.49 

PATRIOT V/286 .28.49 

PGA TOUR GOLF + COURSES C/E/V/286 .19.99 

PINBALL DREAMS V/286.23.49 

POOL V/286 * .23.99 

POPULOUS & PROMISED LANDS EA//286.11.49 

POPULOUS & SIM CITY C/E/V/286 .20.49 

POPULOUS 2 V/286 .26.49 

POWER TATICS 

(SHANGHAI 2. SARGON 5, BUSHBUCK, 
CHESSPLAYER 2150, PICK 'N' PILE) C/EA//286 22.49 

PREMIER MANAGER 2 V/286 * .19.49 

PREMIER MANAGER V/286 .14.49 

PRINCE OF PERSIA 2 V/256C/286 .26.49 

PRINCE OF PERSIA C/E/V/286 .10.49 

PRIVATEER SPEECH ACCESSORY DISK * .15.49 

PRIVATEER V/256C/386/4MB • .32.49 

PRO TENNIS TOUR 2 EA//286 .14.49 

PROTOSTAR V/286 *.25.49 

OUEST & GLORY 
(BLOODWYCH, MIDWINTER. 

CADAVER. BAT) C/E/VGA/286 .17.49 

RAGS TO RICHES V/286 .26.49 

RAILROAD TYCOON DELUXE V/SV/386 * .25.99 

RAILROAD TYCOON E/V/286.... 11.49 

RALLY V/386 • . 23.49 

REACH FOR THE SKIES V/286 . 24.49 

RED BARON H/D V/256C/286 .... 27.49 

RETURN OF THE PHANTOM V/ 286 * .28.99 

RETURN TO ZORK V/286 • . 27.99 

REX NEBULAR V/286 . 29.49 

RICK DANGEROUS C/EA//286 (DUAL) .9.49 

RORKE S DRIFT E/V/286 *. . 8.99 

RULES OF ENGAGEMENT 2 EA//286 *.26.49 

RYDER CUP V/286 * . 21.49 

SCRABBLE (US GOLD) EA//286 20.49 

SEAL TEAM V/386 • . 28.99 

SECRET OF MONKEY ISLAND 2 V/286 .25.49 

SECRET OF MONKEY ISLAND E/V/286 .13.49 

SENSIBLE SOCCER E/V/286 .... 22.49 

SEVEN CITIES OF GOLD V/386 * 26.49 

SHADOW CASTER V/256C/386/2MB *.28.99 

SHADOW OF THE COMET V/256C/286 .28.99 

SHADOW SORCERER EA//286 (DUAL).6.49 

SHADOWLANDS V/286 •. 10.99 

SHUTTLE E/V/286 . 20.49 

SILENT SERVICE 2 E/V/256C/286 13.99 

SILVERBALL VGA/386 • .19.99 

SIM ANT V/286 (DUAL). 24.49 

SIM LIFE E/V/286 . 27.49 

SIMON THE SORCERER V/256C/386 .26.49 

SLEEPWALKER EA//286 23.49 

SOCCER KID V/386 *. 19.49 

SOUP TREK 

(THE SEARCH FOR STOCK) VGA/286 •.19.99 

SPACE CRUSADE EA//286 .14.49 

SPACE HULK V/386 .28.49 

SPACE LEGENDS (WING COMMANDER, 


MEGATRAVELLER. ELITE PLUS) V/286 .24.49 

SPACE QUEST 5 V/256C/286 .25.49 


SPEAR OF DESTINY (WOLFSTEIN 3D) V/256C/286 26.49 


SPORTS MASTERS 

(PGA GOLF, INDY 500. ADVANTAGE TENNIS. 
EUROPEAN CHAMPIONSHIP'S 1992) E/V/286 ...23 49 

STAR CONTROL 2 EA//286.26.49 

STAR TREK (SPEECH) - 25TH ANNIVERSARY 

V/256C/386 .26.49 

STAR TREK - 25TH ANNIVERSARY EA//256C/28624.49 
STAR TREK 2 • JUDGEMENT RITES V/256C/386 26.49 

STAR WARS CHESS V/286 * .31.49 

STARLORD V/386 * . .28.99 

STONE KEEP V/256C/386 . .29.49 

STREETFIGHTER 2 E/V/286 ... .20.49 

STRIKE COMMANDER DATA DISK 
(TACTICAL OPERATIONS) * .. .15.49 

STRIKE COMMANDER SPEECH ACCESSORY 

V/256C/386/4MB.14.49 

STRIKE COMMANDER V/256C/386/4MB.32.49 

STRONGHOLD V/386 *.23.99 

STUART PEARCE’S SOCCER SELECTION’S 
(KICK OFF 2, MICROPROSE SOCCER, MANCHESTER 
UNITED. INTERNATIONAL SOCCER) EA//286 ...13.99 

STUNT ISLAND V/256C/386 .30.49 

SUB WARS V/386 * .28.99 

SUPER LEAGUE MANAGER V/286 .20.49 

SUPER SPACE INVADERS EA//286 .10.49 

SYNDICATE V/256C/386/4MB.29.49 

TASK FORCE 1942 V/386/2MB .28.99 

TEAM SUZUKI C/E/V/286.10.49 

TFX V/386 * .25.99 

THE BLUE & THE GREY V/286 * .23.99 

THE LOST TREASURES OF INFOCOM 1 
THE LOST TREASURES OF INFOCOM 2 
(11 CLASSIC INFOCOM TEXT ADVS) C/E/V/286 21.49 

THE SETTLERS E/V/286 * .25.99 

THE SUMMONING E/V/286 .21.49 

TORNADO V/386 .26.99 

TOYOTA CELICA GT RALLY C/EA//286 .10.49 

TRANSARCTICA V/256C/286 .19.49 

TRODDLERS VGA/286* .20.99 

ULTIMA 7 E/V/286 .26.49 

ULTIMA 7 PART 2 - THE SERPENT ISLE 

V/256C/386/4MB.29.49 

ULTIMA TRILOGY 2 (ULTIMA 4, 5. 6) V/256C/286 27.49 

ULTIMA UNDERWORLD 2 V/256C/386/4MB .26.49 

ULTIMA UNDERWORLD V/256C/386/4MB .26.49 

WARLORDS 2 V/386 * .26.49 

WHEN TWO WORLDS WAR EA//286 *.23.99 

WILSON GOLF V/286 *.20.99 

WING COMMANDER ACADEMY V/256C/386/2MB • ...23.99 
WIZARDRY 6 - BANE OF 

THE COSMIC FORGE C/EA//286 .21.49 

WIZARDRY 7 - CRUSADERS 

OF THE DARK SAVANT E/V/286 .29.99 

X-WING DATA DISK 

(IMPERIAL PURSUIT) V/256C/386.15.49 

X-WING V/256C/286 .... .30.49 

XMAS LEMMINGS * .... .15.49 

ZOOL V/286. .17.49 


EDUCATIONAL 

ADI ENGLISH (11-12 YRS) C/E/V (DUAL) .17.49 

ADI ENGLISH (12-13 YRS) C/EA/ (DUAL) .15.99 

ADI FRENCH (11-12 YRS) C/E/V (DUAL).17.49 

ADI JUNIOR COUNTING (4-5 YRS) C/E/V .14.99 

ADI JUNIOR READING (4-5 YRS) C/E/V .14.99 

ALVIN’S PUZZLES (6-8 YRS) E/V .14.49 

FLYING FINGERS KEYBOARD TUTOR .25.99 

FUN SCHOOL 2 (2-6) C/E/286.10.49 

FUN SCHOOL 2 (6-8) C/E/286.10.49 

FUN SCHOOL 2 (8+) C/E/286 .10.49 

FUN SCHOOL 3 (5-7 YRS) C/EA/ .15.49 

FUN SCHOOL 4 (2-5 YRS) C/EA/ .17.49 

FUN SCHOOL 4 (5-7 YRS) C/EA/ .17.49 

FUN SCHOOL 4 (7+YRS) C/EA/ ..17.49 

FUN SCHOOL SPECIAL - 

MERLIN’S MATHS (7-11 YRS) C/EA/.17.49 

FUN SCHOOL SPECIAL - PAINT N CREATE 

EDUCATIONAL ART (5+YRS) C/E .17.49 

FUN SCHOOL SPECIAL - 

SPELLING FAIR (7-13 YRS) C/EA/.17.49 

MARIO IS MISSING V. 

EXCELLENT GEOGRAPHY EDUCATIONAL 

GAME FOR ALL AGE GROUPS.29.49 

MAVIS BEACON 2 TYPING TUTOR C/E/V .25.49 

MICRO ENGLISH 

(8 YRS TO GCSE. CONFORMS 

TO NATIONAL CURRICULUM) C/EA/ .18.49 

MICRO FRENCH 

(BEGINNER TO GCSE. CONFORMS 

TO NATIONAL CURRICULUM) C/EA/ .17.99 

MICRO GERMAN 

(BEGINNER TO GCSE AND BUSINESS 
LEVEL. CONFORMS TO NATIONAL 

CURRICULUM) C/EA/ .17.99 

MICRO MATHS 

(11 YRS TO GCSE. CONFORMS 

TO NATIONAL CURRICULUM) C/E/V .17.99 

MICRO SPANISH 

(BEGINNER TO GCSE. CONFORMS 

TO NATIONAL CURRICULUM) .15.99 

NODDY'S BIG ADVENTURE 

(FOLLOW UP TO NODDY’S PLAYTIME) .21.49 

NODDY’S PLAYTIME 
(EDUCATIONAL PROGRAM FOR 

CHILDREN AGED 3+) EA/ .21.49 

SHOPPING BASKET (6-8 YRS) V .14.49 

STORYBOOK WEAVER 
(EDUCATIONAL AND CREATIVE 
WRITING TOOL USING PICTURES, 

SOUNDS AND SONGS) .17.99 


UTILITY 

1ST DESIGN ART AND WORD PROCESSING 
PROGRAM. 

IDEAL ENTRY LEVEL PACKAGE 

FOR WINDOWS ART AND DESIGN.38.99 

1ST PRESS AND 1ST DESIGN DOUBLE PACK. 
COMBINED PACKAGE FOR EVERYTHING 
YOU WILL NEED FOR YOUR PERSONAL 

DESIGN STUDIO.61.99 

1ST PRESS PAGE LAYOUT PROGRAM. 

IDEAL ENTRY LEVEL DESKTOP 

PUBLISHING PROGRAM FOR BEGINNERS.38.99 

3D CONSTRUCTION KIT 2 EA/ .33.49 

BBC GARDENERS WORLD 3D GARDEN DESIGNER 15.99 
BOOM BOX INTERACTIVE MUSIC PROGRAM 

(REQUIRES SOUND CARD) .40.49 

DESIGNWORKS DESKTOP PUBLISHING PROGRAM. 
MORE COMPLEX VERSION OF 1ST PRESS 
AND 1ST DESIGN PACKAGE. IDEAL FOR 

MORE DETAILED DESIGNS.83.99 

FUN SCHOOL SPECIAL - PAINT N CREATE 

EDUCATIONAL ART (5+ YRS) C/E .17.49 

KID PIX.24.49 

MAVIS BEACON 2 TYPING TUTOR C/EA/ .25.49 

MICROSOFT MONEY ACCOUNTS PACKAGE. 

IDEAL FOR SMALL BUSINESS OR HOME USE. 
WINDOWS REQ’D.37.49 


MICROSOFT WORKS V.3 DOS 
(A POWERFUL BUSINESS TOOL INCLUDING A 
DATABASE FOR INSTANT REPORTS. 
SPREADSHEETS AND CHARTING (31 CHART 
TYPES), WORD PROCESSOR WITH 120,000 
WORD SPELL CHECKER. A THESAURUS 
WITH OVER 190,000 SYNONYMS AND 

A DRAWING FUNCTION) .111.99 

MINI OFFICE PERSONAL 
(SUGGESTED FOR SMALL BUSINESSES OR 
HOME USE, INCLUDES WORD PROCESSOR 
WITH 50,000 WORD SPELL CHECKER. DATABASE, 
SPREADSHEET WITH MORE THAN 50 


FUNCTIONS AND LABEL PRINTER.).26.49 

MS-DOS 6 UPGRADE (MICROSOFT) .57.99 

PRINT SHOP DELUXE. 


EXCELLENT PRINT ENHANCER GIVES 
SUPERB QUALITY PRINTING RESULTS. 
ALLOWS CALENDARS, GREETING CARDS 


ETC TO BE PRINTED .39.99 

VISTA PRO VERSION 3 

(LANDSCAPE SCENERY GENERATOR) .69.99 


ALL THiS AND MORE CALL FOR A FREE COLOUR CATALOGUE 
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CD ROM DRIVES 

These multisession CD ROM drives are compatible with the Kodak 
Photo CDs, CD ROM games and will also play normal audio CDs. They 
are to MPC standards which mean they are compatible with all PC 
Soundcards. CDs can store up to 600 MB of data, making them the 
ideal media for games that have a large memory requirement, CD ROM 
games can offer fabulous graphics, sound and vast gameplay. 

MITSUMI OU005S INTERNAL CD ROM DRIVE FOR IBM PC. 

SLOTS INTO SPARE DRIVE BAY OF PC TO ALLOW USE OF 


CD ROM SOFTWARE. INTERFACE INCLUDED. 

EXCELLENT VALUE FOR MONEY CD ROM DRIVE. 159.99 

PANASONIC CR562B INTERNAL CD ROM DRIVE FOR PC. 

HIGH SPEED 320MSEC ACCESS. 300KB/SEC DOUBLE 
SPEED DATA TRANSFER RATE, INTERFACE INCLUDED. 

CD ROM XA & MULTISESSION COMPATIBLE. 5.25 • HALF 

HEIGHT DESIGN. AUTOLOADING CD TRAY . 229.99 

PHILIPS CDD462 EXTERNAL CD ROM DRIVE . 339.99 


CD ROM TITLES 

20TH CENTURY ALMANAC .51.99 

7TH GUEST VGA 256 COL (GRAPHIC HORROR MYSTERY) .54.99 

ANIMALS. GUIDE TO SAN DIEGO ZOO AND LOTS OF DIFFERENT ANIMALS34.99 

CUDE N CUDDLIES (THE CREATURES WE LOVE TO LOVE).45.99 

DAY OF THE TENTICLE.31.99 

DINOSOURS - THE MULTIMEDIA ENCYCLOPEDIA .41.99 

DISTANT SUNS FOR WINDOWS (DESKTOP PLANETARIUM) .76.99 

DUNE .33.99 

ECO QUEST UNDERSEA ADVENTURE.19.99 

GUINNESS DISK OF RECORDS. 1993 GROLIER VERSION. LATEST UPDATE 

WITH NEW USER INTERFACE.39.99 

KINGS QUEST 5 .29.99 

KINGS QUEST 6 .29.99 

LAURA BOW 2 .29.99 

LEGEND OF KYRANDIA VGA 256 COL.31.99 

PROTOSTAR.26.99 

RETURN OF ZORK .29.99 

RINGWORLD.26.99 

SOFTWARE TOOLWORKS STAR WARS CHESS .39.99 

SPACE QUEST 4 .26.99 

THE KGB & CIA WORLD FACT BOOK .24.99 

ULTIMA 1-6 .37.99 

WILLY BEAMISH .23 99 

WING COMMANDER 2 DELUXE (WITH SECRET MISSIONS) .29.99 

WING COMMANDER 2 WITH SPEECH 

AND ULTIMA UNDERWORLD VGA 256 COL .31.99 

WING COMMANDER AND ULTIMA 6 .15.99 


GAMES CARDS 

QUICKSHOT 163 SMART GAMES CARD 

FOR PC 386/486 MODELS. 2 X 15 PIN JOYSTICK PORTS, 

AUTOMATIC CLOCK SPEED DETECTION AND SELECTION. 


HOT KEY PROGRAM FOR CLOCK SPEED TUNING, 

SOFTWARE SELECTABLE.10.99 

QUICKSHOT PC GAMES CARD + 113S JOYSTICK. 

TWIN PORT PC GAMES CARD WITH 113S PC 

ANALOGUE JOYSTICK (15 PIN) .16.99 

MISCELLANEOUS 

3.5” DISK HEAD CLEANER.4.49 

SCREEN FILTER (GLASS) FOR 14" TV OR MONITOR. 

CUTS DOWN GLARE AND STATIC FROM MONITOR.34.99 

SWITCHER BOX FOR PC. CONNECTS TWO PRINTERS OR 
TWO PERIPHERALS TO PARALLEL PRINTER PORT. 

MANUAL SWITCHER. REQUIRES SWITCHER LEAD .18.99 


SPEAKERS 

SCREENBEAT STEREO SPEAKERS FOR PC. REQUIRES 


4AA BATTERIES OR MAINS ADAPTOR. DESIGNED 
SPECIFICALLY FOR COMPUTERS, INCLUDING 

MOUNTINGS FOR ATTACHMENT TO MONITOR.18.99 

SCREENBEAT MAINS ADAPTOR FOR SCREENBEAT SPEAKERS .7.99 

SOUNDBLASTER STEREO SPEAKERS. SUITS ANY 

SOUND CARD WITH 3.5MM JACK PLUG.4.99 


LEADS 

DATA CABLE - PC TO MACINTOSH 

(8 WAY MINI DIN TO 9 WAY D FEMALE) .12.99 

MAINS CABLE - PC BASE UNIT TO MONITOR .7.99 

MONITOR EXTENSION CABLE FOR PC (9 WAY) .7.99 

PRINTER LEAD (PARALLEL) 1.5 METRES FOR PC.7.99 

SWITCHER LEAD (STRAIGHT THROUGH CABLE). 

CONNECTS PC TO SWITCHER BOX. 1.8 METRES 

PARALLEL (MALE TO MALE 25 WAY D CONNECTORS).9.99 



























































































































































































































































































































































SOUND CARDS 


SOUND BLASTER V.2 SOUND tJUAHU 

FOR PC WITH INBUILT ANALOGUE (15 

PIN) JOYSTICK PORT, MIDI INTERFACE 

AND CD AUDIO INPUT SOCKETS. 
COMPLETE WITH SOFTWARE BUNDLE 
INCLUDING LEMMINGS, INDY 500, 

ORGAN AND TALKING PARROT. 1 YEAR 

WARRANTY.NEW lower price 

64.99 



QUICKSHOT PC STARTER PACK WITH 
SOUND BLASTER 11 VOICE 
MUSIC/DIGITISED VOICE/MIDI SOUND 
BOARD WITH INBUILT ANALOGUE (15 

PIN) JOYSTICK PORT, QS123 WARRIOR 5 
JOYSTICK AND MATCHING IVORY 

COLOUR SPEAKERS. 69.99 




GALLANT SC3000 SOUND BOARD 

FOR PC. COMPATIBLE WITH 
SOUNDBLASTER V.2 AND ADLIB CARDS. 
COMPLETE WITH MINI SPEAKERS, 
MICROPHONE AND BUILT-IN MPU-401 

MIDI INTERFACE. GALLANT MASTER 

VOICE KIT UTILITY SOFTWARE 

INCLUDED. 1 YEAR WARRANTY. 

74.99 


SOUND SENSE SOUND BOARD FOR PC. 
COMPATIBLE WITH SOUNDBLASTER V.2 
AND ADLIB CARDS. 

COMPLETE WITH HIGH QUALITY 
SPEAKERS. BUILT IN MIDI INTERFACE 

AND CD AUDIO INPUT SOCKETS. FREE 
ZOOL, AV8B HARRIER ASSAULT AND 
INDIANA JONES GAMES. 

1 YEAR WARRANTY. 

96.99 



SOUND BLASTER STARTER PACK 
■ (SOUND BLASTER V.2 SOUND BOARD, 
MACH 1 JOYSTICK (15 PIN), TWO PRO 
DIGITAL SPEAKERS). 

INCLUDES EVERYTHING NEEDED TO 
j CONVERT A PC INTO A FIRST CLASS 
GAMES MACHINE. 

99.99 




: SOUND BLASTER PRO PLUS 
! SOUND BOARD FOR PC 

1 INCLUDES CD-ROM INTERFACE. 

MIDI INTERFACE, DIGITAL & ANALOGUE 
MIXER. AMPLIFIER 

AND SOFTWARE. 

NEW LOWER PRICE 

142.99 


. GRAVIS ULTRASOUND 16 BIT SOUND 

1 CARD FOR PC. 

COMPATIBLE WITH ADLIB AND 
: SOUNDBLASTER. 

1 CD QUALITY SOUND. 3D HOLOGRAPHIC 
, SOUND CAPABILITY, FULL MIDI 

1 SUPPORT, WINDOWS SUPPORT, 

1 JOYSTICK PORT, 4 SOUND UTILITIES. 

, SUITS 386 OR ABOVE 

165.99 
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PC JOYSTICKS 


mm 



COMMODORE 1940 
MONITOR FOR PC 

SUPPORTS SVGA . 0.39” DOT PITCH, 
14” DISPLAY, BUILT IN STEREO 
SPEAKERS FOR QUALITY SOUND. 

PC LEAD WITH AMIGA ADAPTOR 
INCLUDED. 

OFFICIAL UK VERSION 

284.99 


AMSTRAD MEGA PC 386 1/40 

WITH VGA MONITOR AND BUILT IN MEGADRIVE. 25MH2 386 
PC, 14" COLOUR VGA MONITOR, 40MB HARD DRIVE, 1 MEG 
RAM, 1 YEAR ON-SITE WARRANTY, DOS 5, ANALOGUE 
JOYSTICK. ADLIB SOUNDCARD, SPEAKERS, MOUSE & 
CONTROL PAD. . 499.99 



PC MICE 



DATALUX MOUSE FOR PC 
(400 DPI, CLEAR DESIGN) 
17.49 


LEGEND TRACKBALL FOR PC. 

REPLACES STANDARD MOUSE 
FOR ALL MOUSE BASED OPERATIONS. 
COMFORTABLE, ERGONOMIC FEEL. 

SUITED MAINLY TO RIGHT 
HANDED USERS. 

RSD TRUEMOUSE 
FOR PC. 3 BUTTON MICROSOFT 
SERIAL/PC COMPATIBLE. 100-800 DYNAMIC 
RESOLUTION. DRIVERSOFTWARE ON 3.5” DISK. 
FITS 9 WAY SERIAL PORT. 12.99 





TROJAN LIGHT PEN FOR PC (COMPATIBLE WITH 286 
OR ABOVE, NOT MICROCHANNEL) WORKS WITH 
MOST WINDOWS AND DOS APPLICATIONS. 
EXCELLENT FOR DESIGN AND EDUCATIONAL USE 


We only supply official UK products. Official suppliers of 
all leading brands. We sell games and peripherals all at 
amazing prices for Megadrive, Master System, Game 
Gear, Super NES, Gameboy, NES, Lynx, Amiga, Atari 
ST, PC, CD ROM and Apple Mac. And we self T-shirts 
and cuddly toys! 

Special Reserve Club Shops at The Maltings, 
Sawbridqeworth, Herts & 
at 43 Broomfield Road, Chelmsford, Essex. 

Club Shops open 10am til 8pm seven days a week! 





CH FLIGHT STICK ANALOGUE JOYSTICK FOR 
PC (15 PIN) GG6683 34.99 


FREEWHEEL 
STEERING WHEEL 
(ANALOGUE 15-PIN) 
FOR PC. USE IT 
INSTEAD OF A 
JOYSTICK. SUITS 
MOST DRIVING GAMES 
GG9006 
29.99 


GRAVIS ADVANCED 
GAME PAD 
FOR PC 
(15 PIN) 

20.49 


GRAVIS ANALOGUE 
JOYSTICK FOR PC 
(15 PIN) 
29.99 


KONIX SPEEDKING 
FOR PC 

WITH AUTOFIRE 
(DIGITAL,15 PIN) 
12.99 


LOGIC 3 DELTA RAY JOYSTICK 
FOR PC (15 PIN) 
12.99 




LOGIC 3 PINTO 
JOYSTICK FOR 
PC (AUTOFIRE, 15 PIN) 

17.99 

LOGIC 3 QUATRO JOYSTICK FOR PC 
(AUTOFIRE & SLOW MOTION. 15 PIN) 
17.99 





QUICKJOY SPEED RAIDER 
JOYSTICK 
FOR PC 
(AUTOFIRE, 15 PIN) 
13.99 


QUICKJOY TOPSTAR 
JOYSTICK FOR PC 
(AUTOFIRE. 15 PIN) 


QUICKSHOT 123 
WARRIOR 5 PC 
ANALOGUE 
JOYSTICK (15 PIN) 
11.99 

SAITEK MEGAGRIP 3 
PC ANALOGUE 
JOYSTICK 
(AUTOFIRE, 15 PIN) 
12.99 


SAITEK MEGASTICK 3 
PC DIGITAL 
JOYSTICK. (15 PIN) 


. ; SUNCOM ANALOGUE 
V EXTRA JOYSTICK 
(■ FOR PC (15 PIN) 

24.99 

SUNCOM FX2000 
ANALOGUE JOYSTICK 
FOR PC (AUTOFIRE, 15 
PIN) WITH SWITCHABLE 
FIRE BUTTONS 
24.99 


SUNCOM G FORCE YOKE 
ANALOGUE PC JOYSTICK (15 PIN). 
RESPONSIVE CONTROL 
STICK SUITABLE FOR USE 
WITH DRIVING GAMES 
AND FLIGHT SIMS. 

59.99 


DISKS & DISK BOXES 

10 PACK GOLDSTAR 5.25” DSDD DISKS (96 TPI, 720K).2.99 

10 PACK GOLDSTAR 5.25" HD DISKS (1.2 MB) .3.99 

PACK OF 10 VERBATIM DSDD 3.5" DISKS 

WITH LABELS (BRANDED) .6.49 

PACK OF 10 TDK MF-2DD 3.5” DISKS (DSDD BRANDED) .7.99 

PACK OF 50 SONY DSDD 3.5” DISKS WITH LABELS.22.99 

PACK OF 10 SONY HIGH DENSITY 3.5” DISKS WITH 

LABELS AND FREE PLASTIC FLIP TOP DISK BOX .7.99 

PACK OF 10 TDK MF-2HD 3.5” DISKS 

(HIGH DENSITY BRANDED) .12.99 

PACK OF 50 SONY HD 3.5” DISKS WITH LABELS .29.99 

BANX DISK BOX 3.5” (80) STACKABLE.13.99 

DELUXE DISK BOX 3.5" (80), LOCKABLE, DIVIDERS .9.99 

DISK BOX 3.5” (120) LOCKABLE, DIVIDERS .9.99 

DISK BOX 3.5” PLASTIC FLIP TOP (10 CAPACITY) .2.49 





FOR YOUR CHANCE TO WIN 
THIS CAR IN OUR FREE TO 
ENTER COMPETITION, 
CHECK OUT THE LATEST 
ISSUE OF NRG! 
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Special H&ie^ae memLeM, can Uaae all tku.. can yOl/f? 

READ' NRG" Regular Club Magazine 
CHOOSE from our Huge Selection 
^ BUY at Best Possible Prices 
SAVE with our Speciai Deais 
SAVE more with our XS Coupons 
WIN up to £60,000 worth of prizes FREE 
JOiN now from just £4.00 

We only supply members but you can order as you join 

There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 

As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi¬ 
monthly only to Special Reserve members. NRG contains: 

1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 

2. Reviews in colour and latest information on new products 

3. Charts and Release Schedule, to help you choose and plan 

4. The best prices. Just one purchase can save you your joining fee 

5. Hundreds of Special Offers. Top games at prices you won't believe 
XS Super Savers. Money-off coupons worth over £180 a year 
FREE-to-enter BIG TARGET COMPETITIONS. With currently 

up to £10,000 worth in every issue of NRG, exclusive to members. 

That's why over 180,000 people have joined Special 
Reserve, the biggest games club In the World! 

0279 600204 

Open 10am til 8pm Seven Days a Week. 

Order/Confirmation/Receipt sent for every order. 

You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (18 customer service lines) 
Inevitably some games listed may not yet be available. Please phone sales on 
0279 600204 to check availability before ordering. In the event of delay we issue 
refunds on request at any time prior to despatch. We reserve the right to change 
prices without prior notification. E .& O.E. 

Registered Office: Inter-Mediates Ltd, 2 South Block, The Maltings, 
Sawbridgeworth, Herts. CM21 9PG. 

Club Shops at Sawbridgeworth (address above) and at 
43 Broomfield Road, Chelmsford, Essex. 

All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 

MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 
TRIAL ANNUAL WITH FREE 

MEMBERSHIP MEMBERSHIP HARD BINDER 

UK MEMBERS 4.00 7.00 14.00 

OVERSEAS EC MEMBERS 6.00 9.00 18.00 

OVERSEAS WORLD MEMBERS 7.00 11.00 22.00 

• We'oNLY TuRpTy” wiilTBFRS BUT YCU CaT OF^Er'as’you joiN. 

THERE ARE NO SURCHARGES ON TELEPHONED ORDERS (UK) 
(PLEASE PRINT IN BLOCK CAPITALS) GONG 

Name_ 


1 

j Phone Machine 

1 Enter membership number (if applicable) or 

1 NEW MEMBERSHIP FEE (ANNUAL UK 7.001 


1 

jitem 


litem 


1 

•item 


1 item 



ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O./Access/Mastercard/SwitchA^isa (Switch Issue No 


Card 

expiry date_ 


Signature 


Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-software items please add 
25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 






















































































BENCHTEST 


FRONTIERrEL 


This is the section of PC Action 
that draws you into an in-depth 
analysis of all the latest^ and 
the best/ PC software offerings 
entering the market in time for 
the Christmas buying bonanza. 
All genreS/ from role-playing 
forays through to arcade-style 
adventures/ are catered for to 
give you a complete guide. 

Tap drawer graphics may push 
a game to a higher echelon but 
it's gameplay that really counts. 
We therefore give an overall 
score for the gameS/ taking into 
account the feel of them. 

At the end of the benchtest 
section/ there is a round-up of 
what else is circulating and the 


PUBLISHER Gametek 

CONTACT 0753 553445 

TEAM David Braben 

PRICE E44.99 

RELEASE DATE Out now 


7 /1 see something I 
like, I buy it,- then I try 
to sell it' 

LORD GRADE 


The landing gear has gone down and 
you've switched the external view 
on to make touch down easier 



Mention Elite to any gamers worth their 
salt and they will start to spin tales of 
their heroics in this classic game 

"\ 



t he games industry is full of 
young upstart programmers. 
Guys who make a fast buck with 
a sub-standard game and then 
disappear. Others stick around 
for a while, building up solid 
reputations. The Bitmap Brothers 
are a prime example of the latter. 
There is really only one man in the 


All the maps can be zoomed 
in on. Here you are about to 
lock onto this trading depot 


entire computer games world though 
who could generate the necessary 
excitement and anticipation for a sequel 
of a game that is over ten years old. That 
man is the original 'Mr Hard Act to 
Follow'. His name is David Braben. 

But how do you go about following 
up what is considered by many to be the 
most influential game in the history of 
home computing? When the original 
Elite came out for the BBC Micro and 
other Acorn computers the gaming 

world was stunned. 
Pure and simple. At 
that time the 
technology was 
superb but we are 
talking about a 
machine that had 
32k of memory and 
yet Braben, and his 
partner Ian Bell, 
created an entire 
universe for the 
gamesplayer to 
immerse himself in. 


'Potentially one of the b 


general feel of the games. 
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ITE II 



The rear view is 
handy when you 
have the feeling 
you are being 
followed but 
can't quite see 
the enemy 






This is one of 
the three status 
screens and it 
shows you what 
equipment you 
have loaded on 
board your ship 
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The 

breathable 
atmosphere 
on this planet 
allows a 
surface 
landing and a 
good view of 
the scenery 


Activating the Auto-pilot will steer 
your craft towards its final destination 
with little interference from you 
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The all-new Galactic map can be rotated 
by holding down the right mouse button 


X? 






The auto pilot will guide 
you safely into your 
docking bay at the station, 
if all goes well 
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Until this point games had been linear 
and actions had to be performed in a 
particular order. In one single swoop 
Elite changed all that by giving the 
player a free flow of expression and the 
ability to live the life of their very own 


REfafciPE ta:BD5fcafT Base 


too fast. Things just weren't designed 
for such a fast processor. And so Elite 
fans had to wait... and wait. 

While all this was occurring David 
Braben's mind was working overtime. 
What if he could do a sequel to his 


original masterpiece? It 
would be like following 
up the Mona Lisa with a 
second offering. How 
on earth could the new 
technology at hand be 
utilised to such an 
extent that a game 
worthy of the name 
Elite was to be the 
finished product? 

It's over a year since 
the press were first shown a peek of 
Frontier:Elite II. As soon as journalists 
realised what it was Braben was trying 
to do, jaws began to drop. As the 
months rolled by and the project began 
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^'arnards Star Dist. 5.^2 light years 
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to pull together and take shape it 
gradually became apparent that things 
were working out. Now the game is 
upon us and a whole new generation of 
computer owners are about to ► 


space mercenary. 

Even at this stage Braben had a whole 
list of things he'd wanted included in 
the game. Due to the size of the 
machine's memory he was unable to 
include everything. And even up to 
today these ommisions have not been 
felt as everyone has been too busy 
enjoying the experience of a new 
dimension in gaming. 

As sixteen bit computers like the 

ST and Amiga become popular, versions 
of the classic were made for them too. A 
PC version arrived in due course and was 
followed up by Elite Plus which included 
VGA graphics. Playing this on a 486 was 
nigh on impossible as everything was 



iggest sellers of all time, FroiitieriElite 11 is ► 
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FRONTIER: ELITE II 
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^ experience 
the Elite 
phenomenon. 

Where can 
you start? It is 
rare that a 
reviewer will 
know at this 
stage that 
they are writing about a piece of games 
history, yet that is certainly what 
Frontier will become. Magazines will still 
be talking about this in years to come. 
Let's forget about the hype, of which 
there has only been a little, something 
of this magnitude needs no build-up. 
Let's take Frontier as purely a game. 
Remove Braben's reputation for being 
the best around and let us examine 
things in bare bone form. Even an initial 
glance at things reveals the same 
conclusion that you come to after hours 
of play. Frontier is totally stunning. 

Opening the box provides the first 

shock of the day. Aside from the various 
T-shirt offers, a map and three books, 
one manual, one book of short stories 
and a Gazetteer which is a guide to 
some of the systems, there are only two 
disks. One of these is a data disk 
containing extra starting positions, but 
the whole code comes on one disk. How 
this has been managed is totally beyond 
most of us when you consider games like 
Strike Commander can take up in excess 
of 40MB of hard drive space. 

Anybody who remembers the original 
will also remember some things about 
the Elite universe. Every game started 
off on the planet of Lave. Frontier is 
slightly different in the respect that 
things are all based on our own star 


Individual systems can have 
their own trade markets 
completely scrutinised 
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stable system with 35 major bodies. 


As you can see the 
graphic detail is 
absoiuteiy stunning. 
Things chug along on 
slower machines though 


Historic system Famous as both the birthplace oF Humanity and as the political capital oF 
the Federation. U eery expensive and prestiyious system to liee in, and a popular tourist 
eenue. Most rich humans will eisit Earth once in their liees. nil the major corporations 
haee their headquarters on Mars. terraFormed in 32BG, which is the main centre For 
administration. 
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Qist. 9.5] light years 




Details on all the planets in 
the vicinity can be examined 
by simply tapping F6 


system, and the others all tie in with 
current planetary theories. This is all 
down to Braben's innate interest in 
astronomy. Anyway for those of you 
who are interested in statistics there are 
approximately 100,000,000,000 stars in 
the game so chances are it may take a 
few hours to properly explore. 

The principal of Frontier is similar 
to its father. The storyline has been 
updated. Commander Jameson, your 
grandfather and the hero of Elite, has 
been killed by pirates and has left his 
relatives a ship each in his will. Thus, an 
Eagle Long-Range-Fighter has fallen into 
your possession and the family tradition 
of space-faring will now be able to be 
continued forever. 

Things have significantly changed in 
terms of technology in the game. There 
are many more additional features that 
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Major Imparts Minor Imports 
Fruit and l^eg. Nator 


Rnimal Meat 
Minerals 


Liquid Oxygen 

Grain 

Liquor 

Liee Rnimals 
Luxury Goods 


Major Exports 
Synthetic Meat 
Fertilizer 
Hea^y Plastics 
Metainilays 
IndustrialParts 
[omputers 
Hir Processors 
Farm Machinery 
Robots 


Minor Exports 
Narcotics 
Medicines 
Hand Weapons 
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can be bolted onto ships and the whole 
navigation and hyperspace systems are 
completely different. Initially navigation 
will be the major problem, as getting 
about the galaxy can seem extremely 
complicated. Even careful reading of the 
manual doesn't always clarify things and 
it is sometimes better to just have a play 
around and learn 
things for yourself. 

There are many 
new features which 
you have to 
familiarize yourself 
with. As progression 
is made in the game, 
new pieces of 
equipment have to 
be bought and 
operated. The 
Hyperspace Cloud 
Analyser is perhaps 
one of the most 
dangerous pieces of 
kit in the game if 
used in conjunction 
with the right 
hardware. These 
days, before a 
hyperspace jump is 
performed a small 
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Flying towards 
the planet you 
have little idea 
of what is in 
store for you 
when you arrive 




Illegal Goods 
Battle Weapons 
Nerne Gas 
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cloud appears at 
both the point of 
entry and exit for 
the ship making the 
leap. A Cloud Analyser informs the user 
of the target destination of the 
"jumpee". Therefore if you, or a pirate 
chasing you, have a faster ship, it is 
possible to analyse the journey, make 
the same jump and arrive at the ultimate 
destination before the slower victim and 
blast them to the heavens as they 
emerge unsuspecting from the void. 
Dangerous and deadly. 

The major enhancement 

involves the planets and stars 
themselves. Many of them can now 
actually be landed on. A lot of cities also 
have their own starport. Some moons 
still have space stations orbiting them 
like in the old days, but you will quite 
frequently find yourself on the surface. 
An annoying factor that has been 
eradicated, but has infact put a lot of 
people off Elite, is that docking is now 
completely automatic. 

The galaxy charts seem, at first, to be 
extremely difficult to get to grips with. 
The problem is that there are so many 
stars to fit in, the initial scale is 


ready to launch David Braben to further riches’ 
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The pirates are bearing down 
on you and you've only got a 
pulse laser to fend them off 
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rivateer is the biggest 
IJ competitor to Frontier at 
■ this stage. The game 
idea is similar and could 
really be described as Elite 
with knobs on. It's probably 
prettier but in a different way. 

Frontier's graphics are very 
nice but are filled vectors at 
the end of the day. This is 
reflected in the space taken up on the hard drive. 700k Vs SOMegl Both games 
involve heavy strategic trading and fighting but for volume of variety Frontier gets our 
vote. All the missions in Prhmtaar follow much the same pattern. It's similar and very 
good, but if you had the choice, maybe Frontier is the one to choose. 




extremely large. Pressing F7 or F8 will 
zoom these charts in or out but it can 
take some time before locating the 
destination. It's also extremely easy to 
get lost if care isn't taken throughout 
the navigation process. 

Things soon begin to click into 

place and once that is all sorted the only 
remaining problem is combat, and the 
fact that you start the game with one 
measly little Pulse Laser, that should be 
replaced as quickly as possible if survival 
is to be maintained. 

The same circular scanner can be 


found at the bottom of the screen and 
other ships in the vicinity are all 
represented in exactly the same way as 
before. This will enable veterans to get 
to grips fairly quickly, but they still have 
to come to terms with all the new ships 
and the way they fly about. 

You could write a book on the 
intricacies and detail of Frontier. Many 
more articles will be written, some after 
months of play. 

Problems, if there are any, later in the 
game will only become apparent with 
time. To do a truly accurate review of a 
game of this size and stature this piece 


would have to be written in mid 1994. 
One thing is beyond doubt though, the 
gameplay and long term appeal is 
perhaps amongst the 
best ever. Braben has 
bettered his classic, and 
by quite a big margin. 

This game is certainly 
going to sell by the bucketload 
regardless of what anyone is going to 
say about it. But the best part is, it 
totally deserves it. It's not a totally 
different game from its predecessor but 
the improvements are certainly enough 
to keep the purists happy. 


MINIMUM MEMORY 

640k+2MB 

MINIMUM PROCESSOR 

386 

OPTIMUM SPEED 

IBMHz 

INSTALLATION 

Essential 

HARD DISK SPACE 

1MB 

GRAPHICS 

VGA 

SOUND CARDS 

Roland, Adlib, SoundBlaster 

CONTROLS 

Keyboard, Joystick, Mouse 




/ rentier is a privilege to review. There 
is so much to it. The amount of work 
that has been put in is apparent as is the 
amount that players can get out of it. 
Graphically the game is excellent For this 
to come on one disk is also a real 
achievement Admittedly the sequel isn't a 
million times different from the original 
game, but keeping this flavour has 
definitely worked this time around. The 
sound can seem a bit ropey at times but 
several classical pieces are included for 
background music. Once involved in this 
there is httle doubt that many an hour can 
be whiled away as the intricacies whisk 
you into another universe. This is a game 
that really shouldn't be missed. David 


Braben deserves a warm pat on the back. 
One question though that has sprung to 
mind during this review - where is Ian Bell? 

PAUL McNALLY 

second opinion 

jL ravely exploring the dark, deep 
U recesses of his mind to create and 
chart the imaginary universe of Frontier 
truly proved an epic task for David Braben. 
The resulting depth of Frontier is difficult to 
imagine, with even the most hardened space 
freak being impressed with the sheer detail 
that has been put into the project Little has 
been missed in the attempt to create the 
perfect backdrop for a life spent scuttling 
around the stars. Unfortunately, a few 


minor glitches can crop up in the space- 
time continuum of Frontier. Occasionally 
the Long-Range Eagle fighter can develop 
a tendency to refuse to take-off, and yes it 
had been refuelled. Regularly saving the 
game is highly recommended in case you 
come across a bug and because death is 
an all too frequent visitor in the early 
stages of the game. Combat also causes 
some minor problems. Any veteran of Ehte 
will know the quality of a pulse laser, but 
hardened enemies appear early on in 
Frontier making progress difficult. 
Practise is definitely required, but then the 
nature of the game demands a long-term 
commitment. Frontier is frustrating at 
times, but is still absolutely fabulous. 
lANLYNCH Q5Q/n 

PCA SCORE uQjfU 




















































SHADOW CASTER 



PUBLISHER Electronic Arts 
CONTACT 0753 549442 
TEAM Raven 

PRICE E44.99 

RELEASE DATE Out Now 


"If we do not find anything pleasant, at least we 
shall find something new" 

Voltaire (1694-1778) 


Veste is the target 
of your search. 
Only when he is 
destroyed will 
your people be 
restored 


With a fast processor 
you can enlarge the 
view window at the 
expense of your 
inventory 


Veste has carried off the last remaining People and has left 
Kirt a trail to follow through a series of dangerous worlds 
where evil creatures wait to destroy him 


t he original Dungeon Master RPG, 
produced for the Atari ST, has 
spawned a succession of 
adventures using a 3D first- 
person perspective view of the 
game world. Some of them, like 
Underworld 2 and Eye of the 
Beholder, are also true role players 
that allow you to control the vital 
statistics of your character. Others, 
such as Wolfenstein and Spear of 
Destiny are simply shoot-'em-ups 
with a very small RPG element 
thrown in for good measure. 

Electronic Arts' recent release. Shadow 
Caster, is not so easy to classify as it 
sports many characteristics of both 
categories. There's plenty of exploring to 
do, lots of combat to get involved in - 
compulsory, items galore to be collected 
as you wend your way through the levels 
and puzzles that start off easy and 
gradually get more testing. 

The game puts you in the role of Kirt, 
a human descendant of a magical race 
called The People who were permitted 
to take on the shapes of other beings for 
short durations. 

He is cast into a fantasy world of 
weird and wonderful creatures with the 
task of finding and destroying Veste - 
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leader of the evil ones - so that his race 
can thrive once again. His only special 
abilities are that he can kick like a mule 
and has a sizable leap. 

First and foremost the game is 
basically mindless mayhem with the 
simple rules: if it moves kill it before it 
kills you, using whatever means are 
available. Swords, lightning wands, 
fireballs - you name it, they're all there 
to be found. 

In addition there are several role 
playing elements, the most significant 
being your ability, like your 
predecessors, to change shape - literally 
- into one of six other characters, each 
with its advantages and disadvantages. 

For example, there's a six-foot, six- 
limbed feline beast - the Maorin - who 
is faster, more agile and lethal and can 
use infra-red vision to search for traps, 
but can't survive in water. 

The imp-like Caun is a two-foot 
pointy-eared wimp with fantastic 
healing abilities and the power to create 
light and an invisible shield. He can also 
grab things at a distance, even through 
bars and cast a spell that causes small 
flying creatues to swarm over the 
enemy. Unfortunately, he can take very 


One of the first monsters to 
appear looks like a cast off 
from Little Shop of Horrors. 
Time to put the boot in 


The automapping feature is a great 
bonus. You can see where you've been 
and where you've still to go 


'Combat is an adrenaline pnmping 
real time affair as yon stand toe- 
to-toe with yonr foe trading blows’ 


little punishment, but careful use of his 
ability to heal quickly can be invaluable. 
Before you change into him it's vital you 
find somewhere quiet so that you won't 
be surprised by some inconsiderate 
monster who is after blood. 

The Opsis is a large floating orb 
with tentacles. This can't take much 
punishment either but it can cast a blast 
of cold air, kill your enemies outright or 
make them flee or move in slow motion. 
There's also a frog - Khapa - who can 
survive under water and create electric 
shocks. He is essential in the later stages 
as the time will come when you have to 
travel under water. 

The fire breathing dragon is a 
welcome addition and in later stages 
that involve streams of molten lava he 
can float effortlessly in this and avoid 
the danger. 

Last but not least 
is a stone giant that 
is impervious to 
physical attack, can 
knock down walls 
with his bare fists 
and cause 
earthquakes, 
although I have not 
yet found a use for 
the last. 

Only the Maorin is 
available at the start 
of the game - you 
must acquire the 
others by searching 
the 24 monster- 
infested levels for 


Under water 
sequences are 
very realistic and 
claustrophobic, 
but you have to 
have the frog to 
go diving 


These chaps can drain 
power and life points 
in absolutely no time 
at all. Better get out 
pretty quick and do a 
sharp rethink 


Ultima Underworld 2 


f f ery similar in concept is 
Ultima UndarworU 2. 

W It's a single-character 
role playing challenge viewed 
from a first person 30 
perspective but with much 
greater control of character 
statistics^ a far more complex 
plot, more devious, convoluted 
puzzles, and interaction with 
the characters that goes far 
beyond just killing them off Only by conversing can you obtain the necessary 
information to succeed. In addition, items you collect have to be used in specific ways. 
Walimuriain, on the other hand, is a typical example of an out-and-out blast-'em as 
you try to shoot your way past hundreds of Nazis in a multi level complex. Sure there 
are puzzles like concealed doors but the main objective is to kill all the enemy and get 
out alive. There is no other form of interaction with the characters, and the only items 
to collect - which happens automatically as you run over them - are bullets, health 
tokens and keys to lifts between levels. 


special red-tipped obelisks. Each one 
found and activated adds the next 
character to your inventory. To change 
to one of these monsters you simple click 
on its icon and a smooth on-screen 
morphing sequence transforms you back 
and forth from one to another as often 
as you wish. It's a technique I have not 


seen used in any game to date that 
works really well and is very impressive. 
If things were that easy the game would 
be a doddle - the secret to success is 
being the right person at the right time. 
It's no good being under water as the 
frog and then needing the lethal power 
of the Maorin - change to him and ^ 
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SHADOW CASTER 


^ it's one dead moggy and one dead 
Kirt. Strategic use of each character's 
special abilities is vital. The trouble is 
that each of these uses up power, 
indicated on screen by a sliding blue bar. 
When that power has gone so have all 
that character's functions apart from 
carried weapons. 

RPG fans will be at home with the 

interface - it's virtually identical to that 
used in Underworld 2. It's exceptionally 
easy to use and the mouse and keyboard 
alternatives provide a tremendous 
amount of flexibility. I found a 
combination of both to be the best, 
using the keyboard for moving around 
and the mouse pointer for most other 
actions such as picking things up and 
bopping the locals. 

Combat is an adrenaline pumping 
real-time affair as you stand toe-to-toe 
with your foes trading blows or dodging 
between pillars, zapping fire bombs and 
avoiding all manner of magic missiles. 

In hand-to-hand combat your 
currently active weapon speeds across 
the display, and onscreen flashes provide 
evidence of the blows actually striking 
their target. 

The graphics are some of the best I've 
seen and the sound and music add a 
superb atmosphere to the proceedings. 



There are no monters to kill here to 
remove the fireball mayhem. I'll just have 
to brave them and hope for the best 



Things are hotting up. Okay, so 
which of you guys is going to be 
first for the flame thrower? 


particularly if you are fortunate enough 
to have a soundboard fitted. 

The gameplay is absolutely superb 
and this also makes it fun to play and 
extremely addictive. 

Items that are bound to 
add to its popularity are an 
automapping feature and the 
ability to shrink or expand the 
size of the viewing window to 
cater for various processors. 

The puzzles are not nearly as complex 
as in most pure role playing games but 
they are sufficient to add extra interest 
and keep the brain ticking over. 


Even in close up the 
monsters are 
superbly detailed 
and don't take on a 
chunky pixellated 
appearance 






J enjoyed the time I spent playing 
A Shadowcaster and after 30 hours or so 
have actually managed to complete it. 
Although it's not a role playing game in 
the true sense, it has many features that 
could endear it to fans of the genre - 
real-time combat sequences, collecting 
items to be used in specific ways and sub¬ 
tasks within the main plot The interface 
is a proven winner. Its 30 first-person 
perspective really projects you into the 
game and the point-and-click movement 
is smooth and fast when necessary. The 
inclusion of an automapping feature, 
which by now should be standard in 


games of this complexity, certainly adds to 
the enjoyment It's great to be able to go 
exploring without having to map every move 
on paper. The puzzle elements are not as 
testing as some recent RPG releases but they 
will add an extra dimension for blast-'em 
fans and should keep more ardent RPGers 
happy until their next major release. 

ALAN McLACHLAN 

second opinion 

a lthough I'm not an ardent fan of role- 
playing games I still do enjoy the 
combat side of affairs and the exploration of 
dank and dingy dungeons. Getting stuck with 


complex puzzles can, on the other hand, 
become frustrating. And so tackling 
Shadow Caster as primarily a hack 'n' 
slash with a few httle extras thrown in for 
good measure can be appealing. Fighting 
amounts to a lot of good fun and you 
really do get the feeling of 'being there' in 
the thick of things, mixing with the 
opponents. What puzzles are there, aren't 
difficult to tackle if you employ a touch of 
common sense once the clues have been 
presented. In this way gameplay manages 
to flow quite seamlessly. All in all it is a 
great game for combat fans. To get the 
best out of it a fast processor is necessary. 
Steve White QCQ/ 

PCASCORE OU/Q 


The final 
confrontation 
with Veste is 
a brief but 
brutal affair. 
He didn't 
stand an 
earthly 
against my 
stone giant 


MINIMUM MEMORY 

55Qk + 4MB 

MINIMUM PROCESSOR 

386 

OPTIMUM SPEED 

33MHz 

INSTALLATION 

Essential 

HARD DISK SPACE 

15MB 

GRAPHICS 

VGA 

SOUND CARDS 

SoundBlaster 

CONTROLS 

Keyboard, Mouse 


Strikes me I've got another 
problem here, not least of 
which is the huge guy at 
the back casting fire-balls 
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ACES OVER EUROPE 
ATAC 

B-17 FLYING FORTRESS 

BAHLETOADS 

CIVILIZATION 

DAVID LEADBETTERS GOLF 
F-15 STRIKE EAGLE III 
FALCON 3.0 

FORMULA ONE GRAND PRIX 

GUNSHIP 2000 

GOBLiiiNS III 

INNOCENT 

LEGACY 

MANTIS 

SUBWAR 2050 

THE PATRICIAN 

ZOOL2 


COMPILATIONS 


10.99 

19.99 

31.99 


+A TRAIN CONS KIT 

10.99 

• FANTASY EMPIRES 

CALL 

NHL HOCKEY 

ALIEN BREED 

18.99 

FIELDS OF GLORY 

27.99 

• NODDYS BIG ADVENTURE 

ALONE IN THE DARK + JACK 

25.99 

• FIRE AND ICE 

CALL 

PATRIOT 

AMBUSH AT SORINOR 

27.99 

FLASHBACK 

24.49 

PINBALL DREAMS 

• ARCHON ULTRA 

CALL 

FLIGHT SIM 5 

29.99 

PINBALL-TAKE A BREAK 

ARMOUR GEDDON 

10.99 

• FLIGHT SIM TOOLKIT 

32.99 

PIRATES GOLD 

ASHES OF EMPIRE 

9.99 

FOOTBALL PRO 93 

25.99 

• POLICE QUEST IV 

+B17 FLYING FORTRESS 

15.99 

GATEWAY 2 

23.99 

• PREMIER MANAGER 2 

+BAnLE ISLE 

13.99 

6ARYGRIGSBYSWAR IN RUSSIA 

29.99 

PRIVATEER 

BAHLE ISLE 93 

16.99 

♦GLOBAL CONQUEST 

13.99 

PRIVATEER SPEECH PACK 

BAHLESOFTHE SOUTH PACIFIC 

28.99 

• GLOBAL DOMINATION 

25.99 

PROTOSTAR 

• BAHLETOADS 

18.99 

GOAL 

21.99 

• QUEST FOR GLORY IV 

BATMAN RETURNS 

19.99 

• GOBLIIINS 3 

CALL 

♦RAILROAD TYCOON 

+BAT2 

13.99 

• GRAHAM GOOCHS CRICKET 

21.99 

RAILROAD TYCOON DELUXE 

+BAnLETECH 2 

6.99 

• GRANDEST FLEET 

28.99 

• REALMS OF DARKNESS 

• BENEATH A STEEL SKY 

CALL 

• HANNA-BARBERA’S ANIMATION 

29.99 

REACH FOR THE SKIES 

• BLOODNET 

CALL 

♦HEROES OF THE 357TH 

12.99 

RETURN TO ZORK 

• BLUE FORCE 

25.99 

HISTORYLINE 1914-1918 

24.99 

ROBOCOD 

BODY BLOWS 

18.99 

• HIRED GUNS 

27.99 

♦ROBOSPORTS 

BRUTAL SPORTS FOOTBALL 

19.99 

• INCA 2 

28.99 

• RYDER CUP 

+BUSH BUCK 

6.99 

INDY JONES FATE OFATLANTIS 

23.99 

♦ROMEAD92 

• CAMPAIGN 2 

25.99 

INNOCENT UNTIL CAUGHT 

28.99 

RULES OF ENGAGEMENT 2 

• CARRIERS AT WAR 2 

CALL 

• JACK THE RIPPER 

28.99 

• SABRE TEAM 

+CHESSMASTER4000 

24.99 

♦JIMMY WHITES SNOOKER 

17.99 

♦SARGON V CHESS 

CIVILIZATION 

25.99 

JURASSIC PARK 

22.99 

• SEAL TEAM 

CHUCK YEAGER’S AIR COMBAT 

10.99 

KASPAROVS GAMBIT 

28.99 

SENSIBLE SOCCER 

• COBRA MISSION (MEGATECH) 

35.99 

♦KID PIX 

19.99 

• SEVENTH SWORD OF MENDOR 

COMPLETE CHESS SYSTEM 

22.99 

KINGS QUEST 6 

27.99 

SHADOWCASTER 

• COMANCHE-MISSION DISK 2 

14.99 

• KRUSTYS FUN HOUSE 

19.99 

• SHADOWGATE 

•CONQUERED KINGDOMS 

28.99 

• LANDS OF LORE 

22.99 

♦SHANGHAI 2 

+CURSE OFENCHANTIA 

12.99 

♦LEGEND OFKYRANDIA 

15.99 

♦SILENT SERVICE 2 

+CREEPERS 

19.99 

♦LEMMINGS (STAND ALONE) 

9.99 

SIM CITY DELUXE 

.•CYBERRACE 

29.99 

LEMMINGS 2-THE TRIBES 

24.99 

SIM FARM 

’•CYBERSPACE 

25.99 

• LEISURE SUIT LARRY 6 

32.99 

SIMON THE SORCERER 

. •DALEKAnACK(30THANNIV) 

18.99 

LINKS PRO 386 

28.99 

• SOCCER KID 

Udarklands 

15.99 

LINKS 386 COURSES 

15.99 ■ 

SPACE HULK 

DARKSEED 

23.99 

LINKS THE CHALLENGE 

12.99 

> SPACE MOUNTAIN 

+DAU6HTERS OF SERPENTS 

10.99 

• LimEDIVIL 

28.99 

SPEEDRACER 

DAY OF THE TENTACLE 

26.99 

• LOST IN TIME 

28.99 

. STAR WARS CHESS 

DARKSUN SHATTERED LANDS 

33.99 

LOST VIKINGS 

21.99 p 

; ♦STEEL EMPIRE 

+DAVID LEADBETTERS GOLF 

15.99 

MAGIC CANDLE 

10.99 ; 

: STRIKE COMMANDER 

DUNE 2 

22.99 

♦MEGATRAVELLER 1 

9.99 

^ STRIKE COMMANDER SPEECH PACK 

DRACULA 

24.99 

♦MEGATRAVELLER 2 

10.99 ; 

^ STRIKECOMMANDERTATICALOPS 

+EL FISH 

15.99 

MIGHTS MAGIC5-XEEN 

29.99: 

•STARLORD 

• EUROPEAN CHAMPIONS 

19.99 

MONKEY ISLAND 

12.99 

STREETFIGHTER 2 

• EVEN MORE INCREDIBLE MACHINE 

25.99 

MONKEY ISLAND 2 

24.50 

STRONGHOLD 

EYE OF THE BEHOLDER TRILOGY 

31.99 

• MORTAL KOMBAT 

18.99 

♦SUPER CAULDRON 

• F29 RETALIATOR 

10.99 

• MORPH 

18.99 

• SUPER LEAGUE MANAGER 

FALCON 3-MIG 29 MISSION 

16.99 

•NASCAR 

19.99 

• SUPERVGA HARRIER 

• FABLES AND FIENDS 

CALL 

NFL FOOTBALL 

25.99 

♦SWAP 


27.99 

SYNDICATE 

19.99 

• TFX 

29.99 

• TERMINATOR 2 

21.99 

TESSARAE 

25.99 

• THE BLUE AND THE GREY 

27.99 

• TIM TOONS 

25.99 

TORNADO 

21.99 

• TORNADO-GULF MISSION 

30.99 

• TOTAL CARNAGE 

14.99 

♦TRANSARTICA 

24.99 

• TRACKSUIT MANAGER 94 

25.99 

• ULTIMA 8 

12.99 

ULTIMA UNDERWORLD 

27.99 

ULTIMA UNDERWORLD II 

19.99 

ULTIMA VII SERPENT ISLE 

22.99 

ULTIMA VI 

26.99 

V FOR VICTORY 3 

16.99 

V FOR VICTORY 4 

11.99 

• VICTORY AT SEA 

19.99 

♦WAR IN THE GULF 

10.99 

WARLORDS 2 

25.99 

♦WAXWORKS 

CALL 

• WAYNE GRETSKY GOLD 

6.99 

• WHEN 2 WORLDS WAR 

27.99 

WING COMMANDER 

20.99 

WING COMMANDER ACADEMY 

19.99 

• WORLD CLASS RUGBY 

25.99 

•XANTH 

19.99 

X-WING 

6.99g 

X-WING MISSION (IMP PURSUIT) 

12.99E 

• X-WIN6 MISSION (B-WING) 

22 . 99 R 

• XMAS LEMMINGS 

22.99 

YSERBIUS 

25.99 

CD ROM 

18.99 

20TH CENTURY ALMANAC 

27.99 

7TH GUEST 

19.99 V 

ALONE IN THE DARK 

25.99 ^ 

ARTHURS TEACHERS TROUBLE 

35.99 4 

BAHLECHESS 

9.99 : 

CARMEN WORLD DELUXE 

30.99 

CHESSMASTER 3000 

14.99 " 

CHESSMANIAC 5 BILLION &1 

14.99 

CREEPY CRAWLIES 

27.99 

• CONSPIRACY 

19.99 

• DARKSEED 

22.99 

DARKSUN SHAHERED LANDS 

7.99 

DAY OF THE TENTACLE 

19.99 

DESERT STORM 

28.99 

DINOSAURS 

4.99 

DINOSAUR ADVENTURES 


26.99 

DUNE 

28.99 

• DRACULA UNLEASHED 

19.99 

ECO QUEST 

19.99 

ENCARTA (MICROSOFT) 

25.99 

EYE OFTHE BEHOLDER TRILOGY 

25.99 

EYE OFTHE BEHOLDERS 

27.99 

FASCINATION 

17.99 

GRAMMY AWARDS 

18.99 

GREAT NAVAL BATTLES 

14.99 

GUINNESS DISK OFF RECORDS 

16.99 

HISTORYLINE 1914-1918 

CALL 

INDY JONES FATE OF ATLANTIS 

25.99 

• IRON HELIX 

24.99 

JAZZ 

27.99 

• JURASSIC PARK 

10.99 

JUST GRANDMA AND ME 

28.99 

JUTLAND 

28.99 

KINGS QUEST V 

CALL 

KINGS QUEST VI 

18.99 

LAURA BOW 2 

27.99 

LEGEND OFKYRANDIA 

19.99 

• LEISURE SUIT LARRY 

CALL 

LOOM 

25.99 

MAD DOG McCREE 

10.99 

MARIO IS MISSING 

23.99 

• MICROCOSM 

10.99 

OXFORD ENGLISH DICTIONARY 

25.99 

•PROTOSTAR 

25.99 

PUTT PUTT 

14.99 

PUn PUn FUN PACK 

14.99 

• RETURN TO ZORK 

13.99 

^ RINGWORLD 

25.99 

? SECRETWEAPONSOFTHELUFTWAFFE 

1 SHERLOCK HOLMES 2 

59.99 

S SHERLOCK HOLMES 3 

49.99 

\ SPACE SHUHLE 

27.99 

■ SPACE ADVENTURE 

27.99 

^•STRIKE COMMANDER 

34.99 

■ •TFX 

42.99 

THE GREATEST 

31.99 

; TORNADO 

37.99 

ULTIMA 1-6 

34.99 

ULTIMA UNDERWORLD U 2 

CALL 

WILLY BEAMISH 

30.99 

WING COMMANDERS SPEECH 

31.99 

WORLD ATLAS V4.0 

30.99 

JOYSTICKS 

34.99 

WARRIOR 5 

39.99 

FX 2000 

39.99 

CH FLIGHT STICK 


FREEPHONE 
0800 318576 

Fax; 0480 496379 


10 INTELLIGENT GAMES (CHINESE CHESS, 4 IN A LINE, OTHELLO, DAME) 

AIR COMBAT CLASSICS (SECRET WEAPONS, HE162, P36, P80, BATTLE/BRITAIN) 
AIR COMMANDER (APACHE STRIKE, F-14, F-15, F-16,FIGHTER BOMBER) 
AWARD WINNERS (KICK OFF 2, PIPE MANIA, POPULOUS, SPACE ACE) 
BITMAP BROS. VOL 1 (CADAVER, SPEEDBALL 2 , XENON) 

COMBAT CLASSICS (FI5-11, 688 ATTACK SUB, TEAM YANKEE) 
COMBAT CLASSICS 2 (FI 9 STEALTH, SILENT SERVICE 2, PACIFIC ISKLANDS) 

► EXCELLENT GAMES (CAR & DRIVER, POPULOUS 2, JAMES POND 2, JIMMY WHITE) 
LEMMINGS DOUBLE PACK (LEMMINGS, OH NO MORE LEMMINGS) 
LORDS OF POWER (SILENCE SERVICE 2, RED BARON, RAILROAD TYCOON, PERFECT GENERAL) 


23.99 

30.99 

13.99 

20.99 

19.99 

21.99 

21.99 

25.99 

25.99 

24.99 


►POWER GAME 2 (GUNSHIP 2000, JET FIGHTER, INDIANAPOLIS 500) 

POWER TATICS (SARGON V, SHANGHAI 2, CHESS 2150, COHORT,EXCALIBUR) 
QUEST FOR ADVENTURE (INDIANA JONES, MEAN STREETS. OPERATION STEALTH) 
SIERRA AWARD WINNERS (KINGS QUEST V. RED BARON, RISE /DRAGON) 
SOCCER STARS (KICK OFF 2, MICROPROSE SOCCER. WORLD CHAMP SOCCER) 
SPACE LEGENDS (ELITE PLUS, MEGATRAVELLER 1, WING COMMANDER) 
STRATEGY MASTERS (POPULOUS, CHESS 2150, COHORT , EXCALIBUR) 
THE DREAM TEAM (THE SIMPSONS, TERMINATOR 2, WRESTLEMANIA) 
THE GREATEST (SHUHLE, DUNE, LURE OF THE TEMPTRESS) 

►UMS COMPILATION (UMS U2. USA CIVIL WAR. DESERT STORM. PLANET EDITOR) 


24.99 

13.99 

26.99 

27.99 

16.99 

21.99 

19.99 
19.99 

19.99 

28.99 



NOW OPEN ALL 
DAY SATURDAY 


Ail items are subject to availability. Prices can be subject to change. E & O E. 
Post and packing: UK = 75p per item 2nd Class; £1.50 per item 1st Class; £2.00 per 
item 1st Class Recorded. E.t.C. = £3.00 per item; Non-E.E.C. = £6.00 per item; 
Swift Air E.E.C. = £5.75 per item; Swift Air Non E.E.C. = £9.00 per item 
Next Day Courier = £5.00 per consignment (Up to 5kg. Deliveric “ - . - . v 

Titles marked with a • may not be released at time of 
going to press. Please telephone for availability and 
a full copy of our terms and conditions. 

Titles marked with a * are available at the price 
shown while stocks last. 
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NAMEIH 

ADDRESS 


POSTCODE r I PHONE | 

ITEM I 

ITEM I "" 

ITEM I 

(Please indicate wether you require Disk or CD-ROM) 
Visa / Mastercard / Switch Number: 


Switch Issue No: Card Expiry Date: 

SIGNATURE: _ 


PRICE I 
PRICE I 
PRICE I 
POSTAGE I 
TOTAL I 

Make cheques payable to: 
European Computer User 
& send to: 

Units A2/A3 Edison Road 
St. Ives, Huntingdon 
CAMBS PE17 4LF 
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THE RYDER CUP 



With the glut of competent golf games 
on the market, can Ocean produce 
something special to make its mark? 


'A day spent in a round 
of strenuous idleness 

WILLIAM WORDSWORTH 1770-1850 


There are several courses on 
which you can play and each 
one comes with its own 
particular kinds of hazards 


r henever golf games are 
released they always seem 
to carry the weight of a 
golfing personality. In the 
past there's been Jack 
Nicklaus, Nick Faldo and 
David Leadbetter. 

Ocean Software have gone all out and 


PUBLISHER 

Ocean 

CONTACT 061 

832 6633 

TEAM 

RISC 

PRICE 

£29.99 

RELEASE DATE 

Out Now 


‘An excellent effort simnlating the 


The tension really mounts when all 
competitors have reached the hole. 
One mistake here could prove fatal 


length of the Atlantic many times since 
that first competition. 

All the players present in the latest 
Ryder Cup are re-created. Courses 
featured are The Belfry (this is the only 
officially licensed course). The Fields, The 
Island and The Village, each comprising 
of its own particular hazards. You decide 


maximum 
being four. 

After selecting the opposing team squad 
the first thing you notice about Ryder 
Cup is the course graphics. Not quite the 
quality of Lynx but with the added 
bonus of camera views to enhance the 
action and animated scenes of the ball 



managed to sign up literally every single 
professional player in the world today, 
encompassing them all in the Ryder Cup 
Challenge. 

The Ryder Cup was developed by 
Samuel Ryder and first took place in 
1921. The two teams comprised of 
Europe and the USA challenging for the 
trophy which has crossed over the 


to practise a course or take on the 
weight of either the US or 
European teams. 

Competition is made up of 

three days: Fourball, Foursome 
and Singles games. You can select 
your team members and add any 
human team members, the 



Everything you 
will need to play 
the Ryder Cup 
can be accessed 
from the main 
display. This 
includes the 
selection of your 
clubs 


NICK FALDO'S CHAMPION 


PUBLISHER Grandslam 
CONTACT 081 680 7044 
TEAM Arc Developments 
PRICE E34.95 

RELEASE DATE Out Now 

Grandslam 's Nick Faldo's golf simulator 
has received much acclaim from the 
press. But is it all it's really cracked up 
to be? Take a stroll to the 18th... 



S ince the advent of home 
computing, golf simulators 
have proved extremely popular 
with both fans of the game 
and those who simply like a 
walk in the fresh air. 

The first true golf simulator was 
Leaderboard released by US Gold in the 
mid-eighties. This won several awards 
for its innovation and application. Since 
that time, many more games have come 

He (Nick Faldo) is very 
much the best player in 
the World today' 

JACK NICKLAUS 


and gone and only two have really 
earned themselves a place in the PC hall 
of fame - David Leadbetter's Golf from 
MicroProse and Lynx from US Gold. 

Many have said that these two have 
simulated golf to the highest degree. 
Grandslam seem to think differently. 

There are two courses available to 
play on and a possibility of eight human 
players and eight computer controlled 
players including the main man himself. 
After selecting the players you then get 
the chance of choosing your clubs from 
the customary assortment. 

Everything needed to play each course 
is present on the main display of which 
there are three - the main view, club 





Nick Faldo's features a caddie 
who will try to give you advice 
throughout the game. 
Unfortunately, he rapidly 
becomes more of a hindrance 
than a help 


After each hole you can check 
the scorecard to see how much 
of an influence the dodgy power 
bar and ball movement are 
having on your performance 


selection and map of the present hole. 


For some reason, 
when in the bunkers 
the sand wedge is 
the most unhelpful 
club there is. Use a 9 
Iron or something 
similar 


‘Fails to supply the playability associated 
with other, far better golf simulators’ 










































































benchtest 


Ryder Cup that is certainly worth taking a look at’ 




First up are the Americans. Watch out 
for bunkers and trees and keep a 
watchful eye on the wind meter 


You can choose 
to strike the 
ball in several 
different ways. 
A drive might 
be more 
preferable to a 
chip so choose 
carefully 


You can choose to play for the 
Europeans or the Americans with up 
to four human players competing 
against the computer 


MINIMUM MEMORY 

590+2MB 

MINIMUM PROCESSOR 


travelling. There are three ways in which 
you can strike the ball. The first features 
the customary circle bar, while the 
others consist of a vertical power bar 
and a target which you use to set the 


The only real problem is ball 
movement which, judging by the ball's 
shadow does seem to defy gravity and 
the natural lie of the course occasionally. 
The offshoot is that it can be confusing 


to follow the ball at times. The game's 
not as good as David Leadbetter's or 
Lynx - the benchmarks in this genre - 
but, nevertheless, it's a fine effort and 
deserves to do well. 


38B (486 Recommended) 

OPTIMUM SPEED 

33MHz 

INSTALLATION 

Essential 


Strike on the ball. 

You also choose the type of shot 

you wish to play, whether it be a soft 
chip, hard chip and so on. This makes 
fine control of your strike a lot easier 
and far more accurate than just selecting 
the nearest club to the yardage distance. 
Upon making it to the green you can 
enable the lie-of-the-land feature. 




/ et's get one thing straight - if I had to 
choose between Nick Faldo's 
Championship Golf or Ryder Cup I 
would definitely plump for the latter. 
Although it's not as good as David 
Leadbetter's or Lynx it would still make 
an attractive addition to your present golf 


games. Graphically it is very good, bar the 
somewhat dodgy ball movement and with 
the addition of camera views and a decent 
lie-of-the-land feature it is a pleasure to 
play. If you like golf games but have the 
two best simulators already I would still 
recommend you get hold of Ryder Cup. 
STEVE WHITE Q fl 0/ 

PCA SCORE 0\J/Q 


HARD DISK SPACE 

3.8MB 

GRAPHICS 

VGA 

SOUND CARDS 

Roland, SoundBlastar 

CONTROLS 

Joystick, Mouse 


SHIP GOLF 


Using an innovative control system, the 
player need only push the mouse to the 
left or right of the main display to access 
the above options. 

The power bar used for taking 

shots is complicated and takes ages to 
master. It consists of making three 
separate clicks at certain points along 
the bar indicated by markers. Miss them 
by a pixel and the ball will either hook 
or slice drastically. 

Unlike David Leadbetter's there are no 
fancy camera angles from which to view 
the travelling ball which tends to vanish 
into thin air due to poor programming. 

After the 20th shot, when you've 
finally managed to get onto the putting 




Check out the lie-of-the-land 
feature. Good graphics, but not 
of a high enough quality to 
compete with Links 


green things don't get much better. 
Nearly all golf simulators offer some 
kind of lie-of-the-land option to allow 
the player to putt, taking into 
consideration any deviation on the 
green. The same is true for Nick Faldo's 
but it has been poorly implemented. The 
grid is too large and gives a very poor 
representation of the green, making 


putting more an 
annoyance than a 
pleasure. 

Once the shot has been 
taken the ball swerves 
and jitters, hopefully 
towards the hole, but 
don't count on it. 

If Grandslam had paid more 

attention to rival golf simulators they 
would have been in a far better position 
to create the best golf game on the PC. 
Sure, the game is highly attractive with 
an extremely realistic Nick sprite and 
beautifully drawn courses, but it is in the 
gameplay department that it falls short. 
And it is this department that counts the 
most Since golf is primarily a game 
about skill and judgement this is an 
essential ingredient that no one can 
afford to neglect. 


The selection of 
clubs and map 
display can all 
be accessed 
from the main 
screen which 
speeds things 
up considerably 


m M mith such excellent games as 
mgWm David Leadbetter's Golf and Lynx 
m m around it can be no easy feat to 
produce a superior golf simulation. Nick 
Faldo's Championship Golf features some 
great graphics with a very lifelike Nick 
sprite, but it is the lack of gameplay that 
is its downfall There are just not enough 
options to choose from, only two courses 


and a ball that seems to have a mind of its 
own. I found it very frustrating due to the 
extremely awkward control bar and the 
unhelpful lie-of-the-land feature which 
might as well not have been in the game 
at all for all the good it does. Not a very 
competent effort and certainly nowhere 
near as good as David Leadbetter's or 
Lynx. These are the ones to be beaten. 
STEVE WHITE CflO/ 

PCA SCORE UU /Q 



BIIIIIH>n?i9i 

MINIMUM MEMORY 

B40k 

MINIMUM PROCESSOR 

286 

OPTIMUM SPEED 

16MHz 

INSTALLATION 

Essential 

HARD DISK SPACE 

2.5MB 

GRAPHICS 

VGA 

SOUND CARDS 

Adlib, SoundBlaster 

CONTROLS 

Keyboard, Mouse 
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KINGMAKER 


e 



These' are the Nobles In your FOctlon. You can 
get more Injformatlon by clicking the Ce^t Mouse 
Button on a Noble's shield. 


Four nobles 
rally to my^ 
cause including 
Neville, the 
mighty Earl of 
Warwick I ' 




PUBLISHER US Gold 

CONTACT 021 625 3366 
TEAM In house 

PRICE E37.99 

RELEASE DATE Nov '93 

With a monarch's voice 
cry, Havoc! and let slip 
the dogs of war." 

JULIUS CEASAR - WILLIAM SHAKESPEARE 

The War of the Roses was one of the most blood-thirsty and 
intriguing periods of British history. Kingmaker captures the 
whole chaos of the times in an easy to play strategy game 

‘Sieges, battles aad executions’ 


Advanced weather and ^ 

plague options make the 

game more realistic ^ ^ 


■ . A 

n a '**, 


k ingmaker is similar to games 
like Powermonger, Civilisation 
and Stronghold, without being 
quite the same as any of them. 
Firstly, it is not based on a 
fantasy world; instead every 
game is set in England, Wales 
and small parts of France, Ireland 
and Scotland. 

There is no need to build anything, as 
all the towns, cities and castles are 
already in place. After all, there was no 
chance of anyone being left unmolested 
long enough to build a new castle 
during the Wars of the Roses. This and 
the inclusion of real historical 
personalities, gives the sequence of 
events an instant appeal that more 
fictional games lack. 

The game gives you the chance 

to emulate the feats of the Earl of 
Warwick, the original Kingmaker, by 
having your own candidate become the 
undisputed monarch of the realm. The 
player controls a political faction of one 
or more barons, who must be used to 
overcome other power hungry factions, 
plagues, revolting peasants, marauding 
Frenchmen and even the weather. 

At the start of the game the player 
decides how many factions he wishes to 
compete against. One or two gives a 
relatively easy challenge as there are 
fewer events to keep track of. When the 


Talbot raises the 
standard of the 
Purple Faction 
and sounds the 
call to arms 



O 




w I 


V Vi 
■ cf 




tPlagUc OLllls 
(fitckard 
of yorfe 




Lay siege to a castle and you will 
have to overcome the garrison 
as well as the incumbent noble 



opposition numbers four of five 
however, things start getting interesting 
as there are sieges, battles and 
executions going on all over the place. 

In the middle of this mayhem the 
player has to capture a Yorkist or 
Lancastrian heir to the throne, crown 
him or her and then execute all the 
others. Much like the original board 
game, all this will usually be achieved in 
three or four hours, depending on the 
player's skill. 

Throughout the game the factions get 


titles and offices, for 
example the Earl of Kent or 
the Marshall of England, as 
well as ships and 
mercenaries, to allocate to 
their barons as they see fit. 
Each of the positions brings 
with it a number of troops, 
which are essential for 
winning the battles that 
make up the crucial events 
of the game. 

Players can take control of their 
troops or leave the computer to 
calculate the outcome. In essence 
however, success is a question of getting 
as many troops as possible into the field 
and hoping that the weather holds off 
long enough for the opposition to be 
routed. Whoever wins has the satisfying 
task of deciding whether to execute the 
prisoners, or ransom them off for a 
valued possession. 

What makes the game chaotic and 
challenging is that barons can be 



Social unrest in Ireland, 
some things never change 


summoned to remote parts of the map 
by foreign invasions or social unrest. The 
more powerful the baron, the more 
likely he is to be called away. This can 
easily turn a game winning manoeuvre 
into potential disaster and means that 
the player has to keep on his toes right 
up until the final turn. 

Although the graphics are nothing 
special, speech is good and the 
beautifully written manual rounds off a 
high quality package. Not to be missed. 




V'j!^ Vi' 

■ :a 


Untimely deaths were not 
reserved for the battlefield in 
15th century England 


/ loved the Kingmaker board game and 
this has turned out to be an excellent 
conversion. Despite the fact that there 
is only one scenario, each game is so 
completely different that it seems like a 
fresh challenge every time. My only doubt 
is over the intelligence of the computer 


players, as they seem unable to finish off 
a winning position. If there had been a 
two player mode this would not have been 
so important, since one devious opponent 
would be quite enough. Despite this minor 
criticism. Kingmaker will certainly be 
guaranteed a place on my packed hard 
disk for months to come. q q n / 

FRANCIS HA WKING PCA SCORE U O / 0 




MINIMUM MEMORY 

534k 

MINIMUM PROCESSOR 

286 

OPTIMUM SPEED 

12MHz 

INSTALLATION 

Essential 

HARD DISK SPACE 

4MB 

GRAPHICS 

VGA 

SOUND CARDS 

Adlib, Roland, SoundBlaster 

CONTROLS 

Keyboard, Mouse 
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PC CHARTBUSTERS ALL 3.5” DISKS 


1889.£24.99 

3D COMSTHUCnON WT 2.£31.99 

688AnACKSUB.£13.99 

A TRAIN. £26.99 

AV8B HARRIER ASSAULT.£25.99 

A329 AIRBUS.£29.99 

A320 AIRBUS USA.£29.99 

A320 AIRBUS APPROACH TRAINER*.£29.99 

ACESOFTHEPACinC.£28.99 

ACES OVER EUROPE*.£28.99 

ACES OF THE PACIHC 4^ ADD ON WW21948 .£28.99 

AIRBUCKSV1.2.£24.99 

AIR COMBAT CLASSICS GREAT COMP ...£35.99 

AIR FORCE COMMANDER*.£23.99 

AIR WARRIOR SVGA.....£28.99 

AUEN BREED.£21.99 

ALONE IN THE DARK.£28.99 

AMBUSH.£28.99 

AMBERMOON*.£23.99 

ANOTHER WORLD.£22.99 

ARMOURED RST*.TBA 

ARCADE TRIVIA QUIZ*.£8.99 

AWARD WINNERS 2*.£24.99 

BIT FLYING FORTRESS...£29.99 

BATMAN RETURNS.£25.99 

BATaECHESS2.£20.99 

BATTLE ISLE 93.£19.99 

BEAITTY AND THE BEAST 8PR»Lim»PRIGE£21.99 

BEAVERS*.£18.99 

BETRAYAL AT KRONDOR.£28.99 

BLADE OF DESTINY.£29.99 

BLUE FORCE*.£28.99 

BODY BLOWS.£20.99 

BUDOKAN.£11.99 

BUZZ ALDRINS SPACE.£31.99 

CAESAR.£24.99 

CAESAR DELUXE.£24.99 

CAESARS PALACE WINDOWS nsino lamn £21.99 

CAMPAIGN.£28.99 

CARMEN SPACE.£28.99 

CARRIER CONST NT.£28.99 

CHAMPIONSHIP MANAGER 93.£20.99 

CmUSATION.£28.99 

CLASH OF STEEL.£28.99 

COHORT 2*.£24.99 

COMBAT CLASSICS COMP.£24.99 

COMMANCHE MAX OVER KILL.£29.99 

COMMANCHE MISSION DISK.£19.99 

COMPLETE CHESS SYSTEM.£24.99 

CONSPIRACY*.£23.99 

COOL WORLD. £20.99 

CRISIS IN THE KREMLIN.£24.99 

CRUSADERS DARK SAVANT...£29.99 

CYBERWORLDS...£24.99 

DDAY.£24.99 

DAGGER OF AMONRA.£28.99 

DARKMERE*.£24.99 

DARKSEED.£28.99 

DARKSUN (SHATTERED LANDS).£35.99 

DAUGHTER OF SERPENTS 2. £29.99 

DAY OF THE TENTACLE MminiltliM?pi£30.99 

DOGHGHT.£28.99 

DREAM TEAM COMP.£21.99 

DUNE 2.£24.99 

ELITE2 FRONTIER..:...£29.99 

EPIC.£24.99 

ERIC THE UNREADY.£24.99 

EURO SOCCER.£28.99 

EYE OF THE BEHOLDER 2.£24.99 

EYE OF THE BEHOLDER 3. £28.99 

F117A NIGHTHAWK. £28.99 

H5 STRIKE EAGLE 3...... £28.99 

FALCON 3.£28.99 

FALCON 3 FIGHT TIGER.£18.99 

FALCON 3 MIG 29.£18.99 

FALCON.£13.99 

FATAL STROKES*.£24.99 

FATTYBEAR.£24.99 

FgLDS OF GLORY.£28.99 


RRE&ICE*.£21.99 

FLASHBACK.£24.99 

FUGHTSIM5....£28.99 

FOOTBAUPRO.£28.99 

FORGE OF VIRTUE HD.£15.99 

FREDDYSPHARKAS.£28.99 

FRONTIER ELITE 2.£29.99 

GARDENERS WORLS 3D DESIGNER.£14.99 

GENESIA*.£20.99 

GNOME ALONE*.£29.99 

GOAL.£21.99 

GOBLIINS2.£24.99 

GRAN PRIX FORMULA ONE.£28.99 

GRAN PRDC UNUMTTED (ACCOLADE).£15.98 

GUNSHIP2000.£28.99 

GUNSHIP 2000 MISSION DISK.£18.00 

HAND DF ST JAMES*.£24.99 

HARPOON 1.2.1.£28.99 

HARPOON BATTLE SET4.£18.99 

HARPOON EDITOR.£15.99 

HARPOON DESIGNER SERIES 2.£18.99 

HARRIER JUMP JET.£28.99 

HEROQUEST/RETURN WITCHLORD.£9.90 

HIRED GUNS*.£21.99 

HISTORY UNE1914-1918.£28.99 

HOOK.£24.99 

HOYLES CLASSIC card games.£28.99 

INCA.£28.99 

INCREDIBLE MACHINE.£28.99 

INCREDIBLE MACHINE ADD ON*.£18.00 

INDIANA JONES FATE OF ATLANTIS ADV .£28.45 

INDIANA JONES LAST CRUSADE ADV.£14.99 

INNOCENT.£29.99 

ISHAR2.£22.99 

ISLAND DR BRAIN.£25.99 

JIMMY WHITES SNOOKER sat lha |raaltst£28.90 

JORDAN IN FUGHT.£28.90 

JURRASICPARK*.£24.99 

KGB.£23.99 

KASPAROVS GAMBIT CHESS.£34.99 

KINGS QUEST 8.£28.99 

LE CHUCKS REVENGE (Monkey 2).£24.09 

LANDS OF LORE*.£24.99 

LEGACY.£28.99 

LEGEND OF KYRANDIA.£24.90 

LEGEND OF MYRA.£20.99 

LEISURE SUIT LARRY 5.£28.99 

LEMMINGS SPECIAL DOUBLE PACK.£28.09 

LEMMINGS 2.£28.99 

LETHAL WEAPON.£21.99 

UNKS.£28.99 

UNKPR0386S-VGA.£30.99 

UNKS DATA DISKS (CHEIX COURSE) .EACH £17.90 

UTIL DEVIL*.TBA 

LIVERPOOL.£18.99 

LOST TREASURES OF INFOCOM ALL TEXT £24.09 

LOTUS ULTIMATE CHALLENGE.£24.99 

LOST VIKINGS.£24.90 

Ml TANK PLATOON.£13.95 

MIGHT AND MAGIC 4 Clouds of zoon.£32.99 

MONKEY ISLAND 1.£22.99 

MONKEY ISLAND 2.£24.90 

MONOPOLY.£24.99 

NATIONAL LAMPOONS CHESS.£34.99 

NICKY 2. £21.99 

MGEL MANSELLS. £24.99 

NIPPON SAFES INC*...£24.98 

PATRIOT......:....£29.99 

PATRICIAN.£24.99 

PERFECT GENERAL.£27.99 

PERFECT GENERAL D/DISK.£15.50 

PINBALL DREAMS..£28.99 

PINBALL WINDOWS.£24.90 

POUCE QUESTS.£28.99 

POOL...£24.99 

POPULOUS & PROM LANDS.£13.99 

PREMIER MANAGER.£21.99 

PRINCE OF PERSIA 2.£28.09 

PRIVATEER.£39.99 


PRIVATEER SPEECH DISK.£15.50 

PROTOSTAR.£28.99 

RAGNOROK.£28.99 

RAIL ROAD TYCOON DELUXE.....£28.99 

RALLY 388+*.£24.99 

REACH FOR THE SKIES.£24.99 

RED BARON + MISSION DISK.£29.99 

RETURN OF THE PHANTOM.£29.99 

REX NEBULAR.£28.99 

RINGWORLD.£28.99 

RISE OF THE ROBOTS*.TBA 

R0B0C0P3.£21.99 

RULES OF ENGAGEMENT*.£29.90 

SABRE TEAM*.£24.99 

SCRABBLE (NEW VERSION).£22.99 

SENSIBLE SOCCER GREAT F001Y GAMEI1..E22.99 

SEAL TEAM.£29.99 

SEVEN CITIES OF GOLD.£28.90 

SHADOW OF THE COMET.£29.99 

SHADOWCASTER.£29.99 

SHADOW PRESIDENT.£29.99 

SILVER SEED.£15.99 

SIM CITY DELUXE.£24.99 

SIM CITY WINDOWS.£29.99 

SIM EARTH WINDOWS.£28.99 

SIM UFE.£28.99 

SIM UFE WINDOWS*.£28.99 

SIMON THE SORCERER.£28.99 

SLEEPWALKER.£21.99 

SPACE HULK.£29.99 

SPACE LEGENDS CONTiUNS BUT PLUS 1CONP £24.99 

SPACE QUEST 5.£28.99 

SPEAR OF DESTINY.£28.99 

SPORTS MASTERS.£24.99 

STAR TREK 25TH ANW.£24.99 

STAR WARS CHESS.£32.99 

STRSTFIGH1iR2.£21.99 

STRIKE COMMANDER 386.£32.99 

STRIKE COMMANDER (SPEECH PACK)....£15.50 

STRIKE FLEET.£11.99 

STUNT ISLAND.£32.99 

SYNDICATE soundblaslar boards oMyll ..£29.90 

TFX.£26.99 

TASKFORCE 1942.£29.99 

TERMINATOR 2829.£26.99 

TERMINATOR 2029 OPERMION SCOUR IMTA.£17.09 

THE GREATEST COMP.£26.99 

THE PERFECT GENERAL.£25.90 

TORNADO.£29.99 

TRIPLE ACTION VOL 1.£11.99 

THODDLERS.£21.99 

TROLLS. £18.99 

ULTIMA 7 PART 2 SERPENT ISLE.£26.90 

ULTIMA 7 PARTI.£28.99 

ULTIMA UNDERWORLD 11.£26.09 

V FOR VICTORY 3.£29.99 

yyfyyi: .£8.99 

WACIOf'SNSTERS*"’...’.”'....^ £15.58 

WARLORDS 2.£29.00 

WAR IN THE GULF.£24.00 

WAXWORKS. £24.99 

WHALES VOYAGE.£24.99 

WHEN 2 WORLDS WAR..£21.99 

WING COMMANDER/SPEECH.£14.99 

WING COMMANDBl 2 PLUS SAP.£25.90 

WING COMMANDER 2 MR1ttlNIBriili«L£18.99 
WING COMMANDER HC/OaYCOSIDNMSaOR £24.99 

WIZWD.£21.99 

WWF2.£21.99 

XENOBOTS.£28.99 

XWING.£38.99 

X WING IMPERIAL PURSUIT DATA DISK..£15.99 

YOlJOEII.£19.99 

ZOOL. £24.99 



r.HRiSTMAS ORDERS: Please note this time of year, we are very busy and we will, as in other years, be despatching 
goods right up to the last day, but to avoid disappointment we would advise you not to order too late. 

We will do our best to meet all your orders on time. 

* PLEASE NOTE SOME TITLES MAY NOT BE RELEASED AT PRESS DATE BUT WILL BE DESPATCHED WITHIN 24 HRS 
OF RELEASE SUBJECT TO AVAILABILITY. PLEASE PHONE TO CHECK. 

PLEASE TELEPHONE FOR ANY TITLES NOT SHOWN AS WE CANNOT SHOW ALL TITLES AVAILABLE, ALL TITLES 
CAN BE PUT ON BACK ORDER. REMEMBER WE HAVE NEVER DEBITED A CREDIT CARD YET FOR GOODS NOT SENTIl 

ALL PRICES INCLUDE VAT. 


CREDIT CARDS DEBITED ONLY ON DAY OF DESPATCH. 

Tel: 0713818998/0716101703 Fax: 0716101703 


PC EDUCATIONAL ALL Si" DISKS 


ADI ENGLISH 11-12.08.5 

ADI ENGLISH 12-13.£18.5 

ADI ENGLISH 13-14.^8.5 

ADI FRENCH 11-12.£18.5 

. 

VINCHF- 



pREDIBLl 
ISUNr ““■ 



_ _PDRBI 
_rANDADD... 

raEDDYSPW. 
FRENCH*10^0 - 
FUNSCHQ&4 5-7 
FUN SCHOOL 4 7+_ 

FUN SCHOOL4 UNOmS... 
HENRIETTAS BOOK SreLLS 


ID OF DR BRAIN 


JUNIOR ESSENTIALS *1V1i80FIWAK .£20.95 
KOSMOS THE FRBKH MtSlRESSAI/ilS £16.90 
KOSMOS THE SPANISH TUTOR ALL AGES ...£16.99 
KOSMOS THE ITALIAN MASTBI All AGES...£16.90 
KOSMOS THE OBMAN MASTBI AUABEI ..£16.09 

KOSMOS MATHS ADVENTURER.£19.99 

MAVIS BEACON TOUCH TYPING 2 ...£23.99 

MARIO IS MISSING.£25.99 

MARIO ON TYPING.£20.99 

MERLIN MATHS.£21.99 

MICKEY 123.£17.99 

MICKEY ABC.£17.99 

MICKEY'S COLOURS AND SHAP^ ..£17.99 

MICKEY CROSSWORDS......£17.99 

MICKEY JIGSAW.£17.99 

MIXED MOTHER GOOSE.£23.99 

PAINT AND CREATE.£21.99 

RIGHT PAINT.£72.99 

STATISTICS*10/10 SOFTWARE.£20.95 

QUARKY TURBO SCIENCE.£25.99 

RED DOG / CHARLIE CAMP*.£25.99 

SPELLBOUND.£23,99 

SPELUNG FAIR.£21.99 


G FORCE YOKE MCEONEI. 


JOYSnCKS/PERIPHERALS 


mM WINNBt 2006 YOKE PCEtM.£48.90 


GRAVIS ANA BLACK. mM WINNER PISTOL STICK PC1B0e.£28.99 

GRAVIS mC^,.....PC PACK+JOYSTICK CARD.£22.69 


GRAVIS IBM PAD PC29e.. 


..£21.99 


MOUSE PS2ZYDEC.£21.99 


MACH 1 PLUS C4H.£21.96 „„,Ki:nc«o mao 

mao! 3 Sh.SoundBlaster v2 (How Prieo ii).£88.99 

QUICKSHOT I^ON 5 DIGI.£11.99 SOUNDBLASTER PRO (Naw PTteo 11).£102.N 

QUiCKS HOT KIT OSISTE * CARD.£38.99 SOUDBLASTER PRO + (Nm Prtco II).£147.98 

.g!-2 HEADCLEANffl81/2...£4.98 

IStSSSSLWfrrSiL .m'S SPECIAL LAPTOP OR NOTE BOOK CARRY CASES 

MbgORWIjCISHOTQSISI.OI.M WITH SIDE POCKETS GOOD 

vwSm DiGr::;::;:::::::::::::::;;:::::::::::Ei2:S oualftyu.£ 24.99 

VimiAL PHDT CAH.£89.99 ZYDEK STEREO SPEAKERS 8 WAH RMS .....£32.99 

PLEASE MOTEAU JOYSTICKS/SOUMDBOARDS PAP £1.50 


AUTOROUIE EXP DOS . £74.99 

-E EXP WIN . . £192.99 

EEXPAMBlICA . £74.r 

I EXP EUROPEAN. - 

HDDS. 


SERIOUS 




,iA .£427.8 

PUBLISHER V2.£99.98 


MICROSOFT DOS 6.£57.99 

MICROSOFT DOS 6 V2* .. £67.99 

MICROSOFT WINDOWS VS.T UpGRADb.£49.99 

QUATTRO PRO WIN/DOS.£48.69 

SAGE S1ERUN6 ^2 BOOKEB>ER.£123.99 

WORDPERFECT 6.1 DOS.£244.99 

WORDSTAR 7. £392.99 

SAGESTERUNG +2ACfiSUNTAIiTPiUS ....£377.99 
SAGE STERUNG ^2 IWM8h. COiflRbLLER .£478.99 



CD ROM 

j - 


LEGEND OF KYRANDIA.£31.99 

ONDON. ^.99 

.OOM. £81.99 

MURDER MAKES STRANGE BEDFELLOWS* ..£34.99 

NEWSWEEK 1.£28.99 

OCEANS BaOW. 

PUn pun FUN PACK.JE27.99 

RINGWORLD.. . 

-OF MONKEY ISUIND. 

ICK HOLMES 2*. 


..£38.1 


ULTIMA 1-6.08.99 

ULTIMA UNDERWORLD*.£34.48 

SECRET WEAPONS OF THE LUrnWAFFE.£33.48 

WILD PLACES*.£28.99 

WING COMMANDER 2.£33.48 

WMG COMMANPFR DELUXE * SAP*....£33.99 

REMEMBER UNLIKE OTHERS ALL OUR PRICES INCLUDE VAT. 


CD HARDWARE 


MOTORISED TRAY LOAD A EJECT. DUAL SPEED-UP 
TO 2MBS IN BURST NODE 64K CACHE - FOR FAST 
ACCESS TIMES, AUTO LENS CLEANING-LONGER 
M1BF. FULLY MULTISOSUNAL MPC A PHOTO CD 
COMPATIBLE INCLUDES PANASONIC CR-582 
DRIVE, INTERFACE CARD, HALO DESKTOP IMAGER, 
AUDIO CABLES, INSTALLATION SOFTWARE 
INCLUDING WINDOWS DRIVERS AND A 
COMPREHENSIVE MANUAL. OUR PRICE £333.99 


AS ABOVE BUT WITH SEVEN SOFTWARE TITLES 
INCLUDING 123 FOR WINDOWS. LOTUS 
ORGANISER. DESIGN WORKS. DTP PACKAGE, 
MAVIS BEACON TYPING COURSE. WORLD ATLAS, 
US. ATLAS AND CHESS MASTBI AND A 
COMPREHENSIVE MANUAL. OUR PRICE £896.89 

ALL THE ABOVE PRICES MC. P8P AND VAT. 

THE VIDEO REVOLUnOir SOON ON PC 


AS ABOVE BUT INCLUDES 18 BIT GRAVIS 
ULTRASOUND AWARD WINNING CD QUALITY 
SOUND CARD COMPLETE ADDUB + 
SOUNDBLASTER COMPATIBILITY WITH ADDUP 
SS80 SPEAKBIS 6 SOFTWARE TTTLES INCLUDING 
THE 7TH GUEST, CHESSMASTER 3898, WORLD 
ATLAS. US ATLAS AND THE MAVIS BEACON TYPING 
TUTOR OUR PRICE £577.99 


AMIGA AND ST GAMES ALSO SUPPLIED- 
PLEASE PHONE 


WELL WORK WITH STANDARD 38618 MHZ OR 
486DX/2 88 MHZ AND STANDARD SINGLE SPSD 
CD MACHINE UKE THE BOG STANDARD MITSUMI, 
COMES WITH DEMO CO, MPEG VBtSWN OF 
RETURN TO ZORK AND DOS AND WINDOWS 
SOFTWARE. PRICE £379.99 


i— 



Please charge my Access/Visa No:. Valid from:. 


Titles 



ORDER FORM Date. 

Please supply me with the following for Name 

. , Address"' 


PM» 


I TOTAL 


Price 


.M 


..Postcode., 


Buslnass hOBrs 
16am - 5pm 
Monday to Saturday 
Altar hours + SondaW 
Ansapbona order hotifno: 
071 381 8998 


■Expiry date.. 


mm. 

Cradit sard ordais casbad only on dospatra. 

(Please note we do not make any charge for credit card orders). Please 
add £1.00 p&p per item, All joy^ks £1.00 P&P each, £3.75 per item for 
alt Europe, and ail other countries £4.75 per item BFPO please add £1.50 
per Item.. All prices subj^ to change or 
manufacturers price reviews without nonce. E&OE. Please note mail order 
companies may take up to 28 days to deliver goods from receipt of orders, 
Hov^sver most ufiief® uv^spatcted withb* 2 days 
Please allow for cheque clearance. 

_ - _ 
























































































































































































































































































































































































































































LITIL DIVIL 





PUBLISHER Gremlin Graphics 
CONTACT 0742 753423 
TEAM In-House 

PRICE E29.99 

RELEASE DATE December 


Better to reign in Hell 
than to serve in Heaven 

John Milton (1608-1674) 


Meet Mutt, lazy Litil Divil and the last hope 
of recovering the Mystic Pizza of Plenty. He 
doesn't look very promising, does he? 


Gremlin Graphics invite you on a 
journey into the Labyrinth of Chaos on 
the search for the Mystic Pizza of Plenty 


a pproximately six months ago 
it was the Amiga that held 
the crown as the number one 
computer for arcade games. 
Recently though the PC has 
been starting to claw its way 
into this genre and it now 
looks set to take over Commodore's 
little baby. 

Litil Divil is the very latest arcade romp 
to be released by Sheffield-based 
software house Gremlin Graphics and 
features what could be the character for 
the year to come - Mutt. 

This arcade adventure cum puzzle 
game has been in development now for 
what seems an eternity but it must be 
said that the resultant package seems to 
have proved worthy of the long wait. 


Litil Divil tells the Story of a Divil 
called Mutt who hales from the 
underworld and has a passion for 
eating, drinking and more so than any 
other thing - sleeping. Once a year a 
meeting is organised by the Grand 
Council in the Chamber of the Ancients, 
an old ritual ceremony which calls for 
the choosing of a denizen of the 
underworld to venture forth into the 
Labyrinth of Chaos and return once he 


One of the 
most 
attractive 
elements in 
Litil Divil is 
the careful 
attention to 
humour, 
achieved 
through 
excellent 
animation 
and sound 
effects 


Unfortunately, 
Mutt's energy 
bar has dropped 
to zero and the 
evil Entity has 
zapped him 
ready for the 
torture chamber 


case. Before entering the Labyrinth, 
Mutt must fight his way past the giant 
ogre that guards the doorway. This 
serves as a good introduction to the 


Money is needed to buy weapons. 
Accumulated money is indicated in 
the panel above the game window 


‘Litil Divil fe 


If Mutt finds 
himself on the 
receiving end of 
trouble and feels 
he can't cope 
anymore, he'll 
turn and run 
giving you a 
chance to re-plan 
your strategy 



This puzzle is incredibly difficult at first. Leaping on rock platforms 
reveals doors that lead to other areas within the room 


has discovered the Mystic Pizza of 
Plenty. Why? Who knows? 

Mutt is called to the Chamber to 
partake in the choosing of who it will be 
that takes up the challenge. Sadly, he 
draws the short straw and is promptly 
pushed into the unknown - unknown 
because no other Litil Divil has ever 
come back. 

Guarding the Labyrinth of Chaos is 
the evil Entity who keeps a watchful eye 
on Mutt, just waiting for him to slip up. 
If he does fail in his task, the Entity will 
zap him into unconsciousness to be 
dragged away to the dungeon where he 
is promptly tortured. Not only is Mutt 
treated to one torture chamber but 
several, featuring all manner of death 
contraptions including spiked chairs, a 
stretching rack and a spiked mummy 


Mutt character and his associated 
movements. Mutt can be controlled by 
using a joystick or through keyboard 
input which can be defined for 
maximum comfort. 

The Labyrinth of Chaos is basically 

constructed from puzzle screens linked 
together via a maze which is teeming 
with goodies and hazards. Mutt must 
negotiate his way through the maze, 
finding the doorways that lead to each 
puzzle and then solving them to 
progress onwards. 

Within each level there is a Goodies 
room where Mutt can buy essential 
items that will allow him to complete 
the puzzles on that particular level. 
Unfortunately, the items cost money and 
this can be collected on the floors of the 


































benchtest 



The first level 
of the game 
serves as an 
excellent 
introduction 
to Mutt and 
his associated 
moves which 
you must use 
to defeat the 
giant ogre 




With each puzzle room comes a new set of moves 
for Mutt. In this room he must leap across the 
monster's humps and extinguish the fire 





• Although there isn't really 

/ much to compare with 
Litil Divil gameplay wise, 

HtimdaB from Core Design is 
probably the closest thing in 
the graphics department. 

Released approximately 2 
years ago and based around a 
Viking warrior, Heimdall tells 
of a time when the Vikings 
would enter into the battle of 
Hagnorak against their enemies, led by a great warrior - you. You play the part of 
Heimdall from boyhood to manhood traversing an isometric-3D environment packed 
with sub-games. Admittedly, it is much better on the Amiga than PC so given the 
choice between Heimdall and Litil Divil, opt for the latter. 



Scattered 
around the 
mazes are 
food, money 
and keys. The 
keys are 
essential for 
progress to 
later levels 


matures some classic animation and sonnd effects’ 


maze. Also on the floors is food which 
will restore Mutt's health and keep the 
Entity away, and keys which will allow 
him access to other corridors and also 
the Options room where games can be 
loaded and saved. 

The floors of the maze are littered 
with deadly hazards that, if Mutt 
touches, will reduce his health and cause 
him great annoyance. One of the most 
common obstacles are floor traps that 
must be leapt over. 

Each puzzle room contains a 

different monster and solution, while 
Mutt earns himself a set of new moves 
applicable to the puzzle element of that 
particular room. For example, one of the 
rooms contains a fighting ring and inside 
this ring is a very fat Sumo wrestler. To 
complete this puzzle Mutt must attack 


the wrestler with a pin that he has 
bought from the Goodies room. By 
thrusting the pin into the wrestler's 
body his belly bursts, rendering him 
totally useless. 

Once all the puzzles have been 
successfully completed on one level, 
access is granted to the next along with 
a new set of goodies and puzzles to 
challenge Mutt. However, simply 
completing the dilemmas does not 
signify the end of the level - Mutt must 
find three special artifacts that will allow 
the release of all past Litil Divils who met 


their untimely deaths in the Labyrinth of 
Chaos. On finding the Mystic Pizza of 
Plenty the player is treated to a superb 
animation which tells of Mutt's final 
movements - will he return to the 
Underworld with the Pizza or simply live 
it out in the Labyrinth of Chaos and eat 
the Pizza himself? 

Litil Divil features some classic 
animation and sound effects and the 
Gremlin team have blessed Mutt with a 
personality that is both charming and 
humorous. If you leave him alone for a 
while he'll sink to the floor and 


eventually fall sleep. While he is asleep 
he will dream the dreams of Litil Divils 
which are shown above his horned head 
- a beautiful woman clad in a blue robe 
or little sheep that consistently hop over 
a fence. If you should cause him to fall 
down a trap he will pop his head over 
the edge, bang his fist on the ground 
and grunt disapprovingly. 

You eventually get to love the litil guy 
and will try anything in your power to 
save him from the ensuing torture. 



MINIMUM MEMORY 

640K+4MB 

MINIMUM PROCESSOR 

386 

OPTIMUM SPEED 

IBMHz 

INSTALLATION 

Essential 

HARD DISK SPACE 

28MB 

GRAPHICS 

VGA 

SOUND CARDS 

Adlib, SnundBlaster Pro 

CONTROLS 

Joystick, Keyboard 




mt seems that software houses are 
A taking the PC more seriously these 
days as far as arcade games are 
concerned, and thanks to companies like 
Gremlin Graphics many of the great hits 
on the Amiga are now becoming available. 
Litil Divil has been specifically written for 
the PC (the Amiga version will be 
converted) and it shows. Graphically it is a 
treat with a superb end sequence 
accompanied by some equally stupendous 
sound effects. Mutt, the hero of the game 
is instantly loveable and has been blessed 
with a wicked sense of humour that 
simply enhances his appeal He thumps 
around the screen adding to the game's 
playability and makes you smile as he 
demonstrates his Uttle quirks. The puzzles 
are fiendishly difficult and the maze has 
an innovative design. If you map out 
where you've been before you are well on 


the way to finding the Pizza. Litil Divil is a 
great arcade game, the kind which 
enhances the PC's gaming scope to beat 
all other home computers hands down. 

STEVE yifHITE 

second opinion 

/ itil Divil has been in development for 
almost three years and it has really 
been worth the wait, more so since it's 
different to the majority of things you can 
buy. The animation has been lovingly 
created and shines through during the 
whole game. It looks like Heimdall 
because the characters were originally 
designed by the same guy but the Divil 
himself has many amusing traits and the 
killing of the enemies usually results in a 
humorous animation. Por something 
different this Christmas, have a look. 

PAUL McNALLY Q 

PCA SCORE \j3/U 
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The graphics are beautifully drawn 
and animated, perfectly indicated by 
this ugly giant spider 

















































IlSriMOCElSTT UNTIL CAUGHT 


PUBLISHER ftygnosis 

CONTACT 051 709 5755 
TEAM Divide By Zero 

PRICE £39.99 

RELEASE DATE Out New 


All trials are trials far 
one's life, just as all 
sentences are 
sentences of death 

OSCAR WILDE 



Scenarios are 
mean 'n' 
moody and 
very detailed. 
Move into the 
shadows and 
your 

silhouette 
darkens to 
add to this 
realism 


Psygnosis join the queue of British 
software houses realising that the US 
need not be the only stable from which 
good graphic adventures emanate 



Hitchhike a ride 
to the zoo in the 
back of a lorry 


State-of-the-art master thief, not to 
mention bragger, womaniser and tippler 
of the hard stuff, you've suddenly found 
yourself in a precarious situation with 
the tax department. 

A huge bill has been accrued and 
there are only 28 days in which to pay it. 
Who then wouldn't condone the action 
of stealing a space ship and fleeing to 
another colony where, for the moment 


t he British are coming. Side by 
side with cliched, corny 
American adventures that so 
often bemuse the British 
audience, is the surge of true Brit 
in-roads into this market. 
Adventures that sport very 
English jokes and very English 
characters are making their mark. 
Simon the Sorcerer is already doing 
well in the charts, while Innocent 
now bludgeons in to try and make 
that two. 




A bust up in the bar ensues between two rival 
gangs. It's left to you to pick up the pieces 


Get off the tram, 
pop into the art 
gallery and there 
you will find a 
statue that needs 
to be swiped. It's 
heavily guarded 
so a touch of 
magic may be 
required 


The subway proves to be a reliable form 
of transport in escorting you from one 
area of town to the next 


Jack T Ladd is the (anti) hero of this 
particular piece, the man you now play. 
Majoring in clandestine felony and a 


at least, safety is guaranteed? 

However, being the philanderer that 
you are, you soon begin to mingle with 
the wrong crowd. 
Untoward events start 
to stack up, and only 
cunning and a keen 
sense of perception 
will see progress being 
made from one small 
dilemma, straight into 
the next one. 

The quandries 




























































Oh lummy. The 
monster needs to be 
vanquished. How 
about a squirt of 
perfume to make it 
tumble into the abyss? 


Now that the coast is clear, uncover the pothole, 
put your Cub Scout tricks into practice, make a 
ladder of sorts, and down you go into the sewers 



every character believable. This matter 
of fact approach does at times narrow 
down the element of 
adventuring and limits 
the comical aspect of the 
game because there is 
really no need to 
formulate tenuous 
connections and attempt 
all sorts of weird and 
wonderful things to 
ensure fluid progression. 

As such it's light on ambiguities and 
reasonably straightforward to play, if all 
the clues are followed accordingly. 

That said, it is huge. Vast areas need to 
be ransacked, the nooks and crannies of 
manifold locations explored and an 
astonishing wealth of characters 
interacted with to glean more clues as to 
what to do next. 

Your task is to witness proceedings, 
both the predetermined set animation 
sequences and those engendered by 
your own actions, and then draw on 
your cognitive skills to put two and two 
together to make four. 

Find a jar for example and it will have 
a lid. Go to a hot dog stand. Naturally 
there will be mustard there. Fill the jar 
with mustard and then use it as an 


Early on in the 
game you need 
to charge the 
camera up to 
get the flash 
working. 
Now you can 
photograph 
the tramp and 
in the process, 
whip his hat 


themselves follow the norm of 
adventures of this ilk. Ranging from 
being a doddle to solve to the out and 
out bloody difficult the puzzles are not 
too linear. You are therefore given 
almost total access to most areas with or 
without the necessary items that are to 
be collected en route, and without too 
much tedious backtracking that usually 
screams monotony at you. 

Adventure games that deal with 
bizarre scenarios and cartoony characters 
can often be very lateral. 

Take Day of the Tentacle for example 
and the fact that you have to put a 
gerbil in a deep freeze and shrink a 
jumper in a tumble dryer to fit it. 

Think back to Freddie Pharkas and 
how you're left entirely to your own 
devices when it comes to realising that 
you need to construct a gas mask, and 
then undergoing the necessary 
operation to do just this. Who would 
immediately have the loopy logic of 
using an empty tin with a leather strap 
and some charcoal! 


Ridiculous, but comical. Innocent, 
though, prides itself upon being logical. 
Every object is compatible with its 

ironment, every puzzle is methodical, 


Alternatively, travel to a fresh area of town and treat yourself to a hot 
dog before going to do business in both the bank and the police station 





m ost American adventure 
games are predisposed 
to drawing on localised 
humour and are very cartoon- 
esque in design. They pretend 
to be anything but real and, as 
such, don't really compare. 

Innocent's closest contemp¬ 
orary has to be French 
publishers Infogramme's 
Shadow of the Comet. The game, set over a three day period, follows the manoeuvres 
of a sleuth as he uncovers the secrets permeating the town he finds himself in. Just as 
in Innocent, in-depth and close-up conversations with characters aid the unfolding of 
the plot and the story comes across as being very 'real'. Graphics, on the other hand, 
are very much inferior and the life span of the game much shorter. 



enticement to catch an annoying fly. As 
is usual though, it is not always 
immediately apparent what the objects 
you find will be used for, if used at all. 

Because there will come a time 

when your pockets are too full to carry 
much more, it's important to have a 
modicum of foresight to decide which 
articles to leave behind. Knowing the 
sort of character Mr Ladd is though, it's 

Outside the space port the 
android is being miserable and 
won't allow access. Give him a 
rude awakening. Be logical - 
think electrics! 


always prudent to carry money, weapons 
and household applications. These are 
useful for breaking into, say, banks. 

The means by which dialogue with in¬ 
game characters is engineered is novel 
and also successful in that it eases the 
storyline along and allows for a greater 
insight into the seedy people living in 
this seedy world. 

Conversations are not perfunctory. 
Some characters you won't wish to talk 
to and, vice versa, they will have little or 
no time for your approaches. Others will 
be more amenable. 

The game screen changes to clearly 
depict the two characters 
and, in bubble speech 
format, as much information 
or just plain banter can be 
wrung out of them as 
possible. Once underway, 
you can highlight a topic 
word that you feel needs to 
be expanded on and talk will 
then steer in this direction, 
giving you total control and, 
in the process, abandoning 
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INMGCENT UNTIL CAUGHT 




Outside the zoo 
Jack's cruel 
tendencies come to 
the fore as he pops 
the girl's balloon 


The house of ill 
repute is a place 
that appeals to Jack 
with his laddish 
tendencies 


‘Not quite on the LucasArt’s scale but very 
realistic and very imaginative all the same’ 


► 



Many a visit to the pawn broker 
will ensue and many a bartering 
session will be required 


It doesn't take much to figure 
out how to worm your way 
into the bank's back rooms 


the usual adventure game format 
whereby responses are limited to a 
maximum four options. 

The user interface also differs 

from what seasoned adventurers are led 
to expect. Every single object on screen 
is named when you pass your eye over 
surroundings. Further inspection is 
achieved with a magnifying glass. 

By this means useful objects aren't 
gladly handed to you and every single 
pixel on every single screen needs to be 
looked at just to see whether the objects 


there will play an important part later 
on in the game. 

Visually, Innocent Until Caught stands 
tall against the competition. The 
graphics encapsulate a sultry world, rife 
with prostitution and black market 
wheelings and dealings. The locations, of 
which there are many, are satiated in 
detail. So too is the comprehensiveness 
of character animation admirable. 

Walk into the shadows and you'll 
become barely visible and start fumbling 
in the darkness; move into the distance 
and your perspective changes; point the 


cursor at an item and you turn your head 
to look at it. 

Such detail is commendable and 
goes a long way in helping to establish 
the inherent realism of the game, a 
game that manages to recreate a gritty 
world within which the fantasy of 
adventuring and the reality of character 
and location are culled. 

Innocent is not the first to adopt this 
approach, and by no means will it be the 
last. Sierra on-Line's forthcoming Gabriel 


Knights looks set to follow a similar 
path. Parading a neo Gothic style and set 
in New Orleans, it will follow the 
adventures of a cynical, moody soul. So 
too will Police Quest 4 strive for realism 
both in detail and storyline. It'll be 
interesting to see how they shape up 
compared to Innocent. 



a n extremely competent and thorough 
adventure that's been well crafted in 
terms of plof characterisations and the 
interlacing of puzzles, gives Innocent a 
real stickablility. The fact that objects 
aren't handed to you on a plate makes it 
hard work but the fact that you do have to 
fine toothcomb everything and engage 
characters in long conversations does, 
conversely, enhance that feel of 
interactivity. The realism it strives to 
purvey doesn't lend itself to too much 
humour, mainly because the scenarios 
aren't so bizarre, the problems not so 
contrived and the solutions to them 
nowhere near so tenuous as they could 


be, but that doesn't mean that there is no 
imaginative fantasy in the game. It's a 
lengthy challenge, without becoming a chore, 
and the action is not too linear so as to make 
it frustrating. The puzzles follow a logical 
and predefined course, just as they do in real 
life. Personally though, while the game is 
expertly polished and manages to fuse 
entertainment with challenge, wit with grit, I 
do, regardless, still prefer the cartoony feel 
to proceedings. The whole point of playing 
games is to get light relief from the real 
world, not get stuck back into a contrived 
imitation of it. This said, more and more 
products are starting to get more lifelike. 
Commendable, but still not as enjoyable as 
the out and out fantasy. 

SHARON GREAVES 


second opinion 

f here seems to be a change in direction 
at the moment. Hitherto uncharted 
territory is being attempted by British 
programmers. Lucas Arts have obviously 
gained years of experience in this field but 
this effort from Divide by Zero certainly 
does not come across as a first offering. 
Innocent Until Caught is an imaginative, 
attractive game that falls short of some of 
the other offerings as sections of it are just 
too frustrating, but even so it is still worth 
playing and in turn completing. However I 
must admit I do prefer Monkey Island 2 by 
a long shot. 


PAUL McNALLY 


PCA SCORE 


86 % 


MINIMUM MEMORY 

1MB Extended memory 

MINIMUM PROCESSOR 

28B 

OPTIMUM SPEED 

2QMHz 

INSTALLATION 

Essential 

HARD DISK SPACE 

18MB 

GRAPHICS 

VGA 

SOUND CARDS 

Roland, SoundBlaster 

CONTROLS 

Keyboard, Mouse 


4B 
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HIRED GUNS 








PUBLISHER Psygnosis 

CONTACT 051 709 5755 
TEAM DMA Design 

PRICE £44.99 

RELEASE DATE Dec 

Treating your 
adversary with respect 
is giving him an 
advantage to which he 
is not entitled 

DR SAMUEL JOHNSON 1709-1784 


From the Graveyard map the 
team can choose their next 
mission locations. When a 
mission has been completed 
the area is described as 
compromised 


Responsible far the incredibly successful Lemmings, DMA 
Design now concentrate their efforts on role-playing. Dut can 
the Psygnosis team break the mould and steal the limelight? 


Most of the missions require 
your team to simply reach the 
exit point. Only one character 
needs to get through the exit 
although you can continue 
until all members are safely 
out of the structure 




While the dropship 
transports the team to 
their destination, a mission 
summary is displayed 


r ole-playing games have been 
around as early as man. Most 
consider them to have 
originated in selected meeting 
halls in the US where fanatical 
gamers gathered to battle it 
out against the unknown 
within the environments set down 
in TSR's hugely successful Dungeons 
& Dragons series. However, simple 
childhood games such as war and 
doctors and nurses can be seen as 
the early development stages of 
role-playing which we continue to 
perfect into adult life when - even if 
we don't realise it - the ability to 

become someone else is 
too great a temptation. 

Before computers, 
Dungeons & Dragons was 
played on a board with 
human players taking the 
lead roles. With the advent 
of computers all that 
changed, and one human 


Each of the many levels are 
literally jam packed with 
monsters. Most will take a few 
shots to destroy, while others 
will prove more persistent 


Any attacks directed at the 
characters are indicated by 
slash marks in the character 
window. Watch out for killer 
puppies and Lemmings 


as with many storylines, appears to have 
been written after the event. To be 
honest, Hired Guns is more action-based 
than role-playing while it is similar in 
design to Dungeon Master and Captive. 

Controlling a team of four 
mercenaries, the display is split into four 
sections each reflecting the view from 
each character's eyes. Everything the 
player will ever need to do in the game 
can be accessed from these four 
windows, including weapon changes, 
stat displays and DTS - Digital Terrain 
Scanning which is an auto-mapping 
facility which displays the area 
immediately surrounding each character. 

There are f/zrea different levels to 

the game and these include: Training - 
which offers several scenarios to help 
players become acquainted with 
weapons, puzzles and the enemy, ► 


There are several characters 
to choose from in Hired Guns 
and each one has his or her 
own special abilities 


There are 
plenty of 
objects 
littered 
around the 
play area. 
These 
include 
ammunition 
clips, special 
key cards 
and food 
stores 


player could control 
a fictional team of 
characters, each with 
their own strengths 
and weaknesses. As 
the machines 
improved so did the games - such 
memorable developments as Dungeon 
Master and Captive, by Tony Crowther 
were the first to employ player 
perspective. These games displayed the 
world in which the team journeyed as if 
from their eyes. 


The concept, although repeated 

many times, never seems to have lost its 
appeal and games such as Dungeon 
Master and Captive are still selling well 
today. No wonder then, that Liverpool- 
based software supremos Psygnosis 
should enter the fray and attempt to put 
their own fantasy game. Hired Guns into 
the bright spotlight. 

Hired Guns is the product of one of 
the most capable development teams 
that is around - DMA Design, 
responsible for the hugely successful 
Lemmings. It features some pretty 
astounding effects in all departments. 

The game surrounds an extensive 
storyline which, although fairly 
informative is somewhat of a cliche and, 
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HIRED GUNS 


Tools of the trade 

One of the most enjoyable aspects of Hired Guns is its ease of 
use. The control method has been designed with simplicity in 
mind. Everything you will ever need to do can be performed 
from the main display including the four stat screens. Ail of 
these can be accessed by clicking on the appropriate card slip 
at the top of each character's view window 




DTS (Digital Terrain Scanner) 


Character Statistics 


Character view 


Backpack Contents 




‘Certainly not one of those 


games that yon play for jnst 
an evening’ 


► Action - which allows players to hone 
their training skills in real-life scenarios 
and Campaign - which proves to be the 
foundation of Hired Guns. Here players 
are thrown into action in the Graveyard, 
a desolate planet where only shattered 
structures and twisted creatures remain. 

OnCG 3 IbVbI 3ndrr\\ss\on type has 
been selected, the player must then 
choose his team. There are about 12 
mercenaries to select from and each one 
has his or her own particular skills. Not 
all are human, some are robots and 
some have been genetically engineered 
for ruggedness and adaptability. When 
the team is chosen, they are taken to the 
dropzone somewhere in the near vicinity 
of their mission. It is here that the player 
takes control of the team and where the 
problems really begin. 

As mentioned earlier, the main 



One of the most useful weapons is the 
Auto-Sentry Kit. This excellent piece of 
hardware will fire at any monsters that 
stray too close and is ideal for securing 
areas the team have passed through 


display is split into four windows, each 
showing the view from each mercenary's 
eyes. To the top-right of each view is 
that particular character's energy and to 
the left are the different windows which 
control the selection of weapons and 
other items, stats and the DTS. 

Each character carries a backpack 
which holds a fair amount of guns and 
rifles, ammunition and other valuable 
objects. To become effective they must 
be placed into the character's hands. 

At the far right of each display is the 
auto-leader button. By turning these 
buttons on the characters will follow the 
one which is currently being moved by 
the player. This is extremely useful if the 
team is required to travel together and 
not one at a time. 

AUthe missions feature 

structures which must be journeyed into. 
The effective end result is to find the exit 
and escape unhurt to fight another day. 
However, in reality this is a damn sight 
harder than it sounds. 

Each level is jampacked with mutated 
monsters, traps and puzzles that will 
confuse even the most highly disciplined 
games players. Successfully solving the 
puzzles Is the root to success and this 
may require pushing blocks in order to 
open exits elsewhere, using lifts to gain 
access to other levels within the 
structure and toggle switches which will 
enable and disable one-way force fields. 

All the time progress is hindered by 
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r eleased way back in 
1387 on the ST, then 
being fallowed on the Amiga 
and PC, Dungeon Master is 
another fine example of the 
tension and heart racing 
moments that can be dragged 
out of a first player 
perspective gaming arena. 

Although now fairly crude by 
today's hi-tech, sophisticated standards, this role-player has still not lost its label as 
Mr Hard Act To Follow. Playing one character at a time, but still with four people in 
your party, a wide assortment of enemies come at you from around many a winding 
corner of the atmospheric dungeons. As in Hired Guns, again all action is carried out 
in real-time, making preparation for attack a vital part of success. As the saying goes, 
there's nothing to beat a golden oldie, especially one on which so many games are 


now being modelled on. 





mjvi 




The Auto- 
Leader function 
allows the 
players to 
follow a lead 
character. This 
is useful in one 
player games 
when you want 
the team to 
travel around 
together 




Much of the 
landscape is under 
water and infested 
with Great White 
Sharks. The best 
move here is to 
throw a couple of 
grenades into the 
water and blow the 
monsters away 


When monsters attack they 
will normally do so in droves 
so as to confuse you. 
Throwing grenades can be 
dangerous as the back blast 
may take the team out 


monsters that attack without warning. 
DMA Design have added their own 
special brand of humour by 
incorporating killer puppies and 
murderous Lemmings to name but a 
few. This may sound a tad ridiculous, but 
they cause so much damage all you'll 
care about is wasting them as quickly as 
possible and not how valid they are in a 
game such as this. 

Combat is great fun. The sound 

effects as you pump out shells is 
intensely satisfying as is the clunk as you 
reload the weapon with a fresh 
ammunition cartridge. But not all 
monsters can be easily destroyed with 
pistols and rifles. 

Much of the levels contain water 
which has flooded the slowly sinking 
landscape. Great White Sharks infest 
these areas, they take ages to kill and 
will make short work of the team if they 


get their powerful jaws close enough to 
them. Fortunately, the team is loaded 
with special grenades that can be used 
to blow up the contents of any area 
drowned in water. 

Throwing grenades is ingenious. The 
higher the cursor in the display when the 
grenade is thrown the further it will go; 
the lower it is the shorter it will go. 
Grenades are dangerous toys and if 
thrown too short may cause damage to 
their owner. It is this ease of control over 
character movement and actions that 
makes Hired Guns such an absolute 
pleasure to play. 

When the team is attacked their 
energy is reduced. Inside each backpack 
there are medi-kits as well as PSI-Amps. 
These nifty little toys are relatively 
undocumented but carry some pretty 
strange side-effects. They can cure the 
user of poison, allow them to survive 
under water and even alter the walls in 


the structures. Each effect can only last 
four minutes but it's great fun 
experimenting with them. 

Apart from the PSI-Amps another 
great weapon is the Auto Sentry Kit. This 
useful piece of hardware can be placed 
in any location and will fire upon any 
non-character entity that strays within its 
range. They are extremely useful for 
securing areas that the team have 
passed through. 

TTiB caunpaign is the ultimate test 
for all combatants. A map of the 
Graveyard is shown and the cursor keys 
move a hair-line cursor around certain 
mission points which the team can be 
taken to via a shuttle craft. 

Once the mission has been successfully 
completed that particular point is 
marked as compromised. If members of 
the team fall in combat during the 
missions they are labelled as MIA 


(Missing In Action) and barred from 
further missions in the Campaign. 

Hired Guns features so many pieces of 
hardware, monsters and different 
locations that simply investigating the 
many levels is great fun and very 
exciting. The control method has been 
designed with user-friendliness in mind 
and proves Just that. It's certainly not 
one of those games that you play for an 
evening but you must set aside an entire 
week. With so many games these days 
requiring little or no interaction. Hired 
Guns is a real pleasure to play. 

MINIMUM MEMORY 

530k+lMB 

MINIMUM PROCESSOR 

386 

OPTIMUM SPEED 

25MHz 

INSTALLATION 

Essential 

HARD DISK SPACE 

SMB 

GRAPHICS 

VGA 

SOUND CARDS 

Gravis, SoundBlaster 

CONTROLS 

Mouse, Joystick, Keyboard 


EninsM! 


gjMA have done it again. Hired Guns is 
U one of the most enjoyable games I 
have played this year. It is instantly 
accessible and furiously addictive. There 
are an incredible number of missions to 
keep you going for literally months, as 
well as huge levels that won't be quickly 
overcome. It contains all the graphic and 
sonic sumptuousness that we have come 
to expect from DMA Design with a vast 
array of objects, monsters and puzzles to 
keep you up until the early hours of the 


morning. I cannot do much else but praise 
this game and hope that other software 
developers take note. Hired Guns is certainly 
another feather in the Psygnosis cap and a 
game that deserves much attention. 

STEVE WHITE 

second opinion 

2 * must confess to not actually liking Hired 
Guns on first inspection but the more 1 
played it the more I became hooked. DMA 
Design really are a class act and have 
consistently produced classic games since 


their debut. Hired Guns is highly playable, 
very simple to control and incredibly 
atmospheric with a very alienesque 
setting. My only criticism would have to be 
the difficulty. It is incredibly hard and 
periodically the team are placed right in 
the thick of it with absolutely no chance of 
survival - a fact I found somewhat 
annoying at times. Difficulty aside. Hired 
Guns is a game I will be continuing to play 
and one I suggest that you seriously 
consider purchasing. 

PAUL McNALLY Q C Qi^ 
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AIR 

C 1 

PUBLISHER 

US Gold 

CONTACT 021 

625 3366 

TEAM 

LucasArts 

PRICE 

£45.95 

RELEASE DATE 

Out Now 


CLASSICS 


BATTLE HAWKS/ 



Classics they might have been^ but how 
does LucasArts' flight sim compilation 
stand up against simulations today? 


g ndoubtedly, one of the most painful experiences 
regarding PC software is actually paying for the 
damn stuff. Nowadays prices for computer games 
do seem a little excessive so it is somewhat of a 
relief when software houses release products as 
compilation units. Most compilations offer three 
or even four previously released games for the 
cost of one new one. These kinds of deals make for a 
bargain steal - that is unless you've already got the 
games on offer. In the first of our compilation round ups 
that PC Action will be running we'll be taking a close 
look at Air Combat Classics from the stables of LucasArts 
- a collection of World War II flight simulations that 
became massive success stories when they were 
originally released a few years back. 




It is best to 
learn which 
planes are 
which as the 
in-game 
bitmapped 
graphics 
certainly 
leave a lot 
to be 
desired 



Cor cfuU Y our qbout to stott 


With the release of Battle of Britain, 
LucasArts tidied up the cockpit 
displays and added more gameplay 


Not only do 
you get to fly 
the fighters of 
the Battle of 
Britain but also 
the Luftwaffe 
bombers 


7 learned firsthand that 
a man can resign 
himself to the certainty 
of death without 
becoming panicky' 


'Althongh best sellers in their day, t 
Classics look dated by today’s standa 


UNIDENTIFIED U.S. AIRMAN, AUGUST 17, 1943 



BATTLEHAWKS 1942 

I ucasArts' first entry into flight 
simulation was Battlehawks 1942, 
a World War II simulation 
depicting the intense battles of the 
Pacific between the Japanese and 
American carrier forces. 

In this game the player can choose to 
fly either Japanese or American planes in 
an assortment of different missions 
ranging from fighter interception to 
torpedo bombing aircraft carriers. 

Medals and promotion are 
forthcoming provided missions are 
completed satisfactorily and that means 
by the book. If the mission calls for three 


carriers to be 
destroyed and you 
only hit one, your 
attack is deemed a 
failure. 

Although noted as 
being great in its 
time, Battlehawks 
1942 now looks extremely dated when 
compared to games such as Aces of the 
Pacific. The aircraft are bitmapped, 
making them appear chunky and slow, 
and the actual cockpit graphics are 
uninspiring and unrealistic. The missions 
are over in a blink of an eye and realism 
takes a back seat as you begin right in 
the thick of battle. 

Adlib and Soundblaster are not 
supported and therefore the 
atmospheric rattling of machine guns 
and exploding shells is reduced to mere 
beeps and bops. 

When compared to Aces of the Pacific, 
Battlehawks 1942 really looks quite an 
embarrassing game. 


You can choose to 
play either the 
Japanese or American 
pilots who fought for 
supremacy of the 
skies over the Pacific 


SECRET WEAPONS 
OF THE LUFTWAFFE 

ucasArts' final, and certainly best 
World War II simulation game 
comes in the shape of Secret 
Weapons of the Luftwaffe. This 
depicts battles between the US and 
Luftwaffe during the intense 
bombing of Germany by swarms of 
B17s in the latter part of the war. 

Featuring a wealth of planes from 
both sides, including the Luftwaffe's 
jet planes such as the ME262, SWOTL 
as it is affectionately known, it 


Now you'll have the 
chance of flying those jet 
fighters of the Luftwaffe 


contains all the elements to be 
found in Battlehawks 1942 and 
Battle of Britain, plus extra planes 
which were originally released as 
data disks. 

Although still using the bitmapped 
plane graphics which proved to be the 
let down in the previous two games, 
SWOTL is faster and far more detailed. 
Sonically it is fairly impressive and the 
graphics are colourful and reasonably 
well defined. 

However, compared to the flight 
simulations today it looks and plays very 
badly indeed. It was good in its time but 
that time has certainly passed and far 
superior games have taken its place. It is 
definitely the only flight simulation that 
depicts the 
Luftwaffe's secret 
jet fighters but this 
is simply not 
enough. LucasArts 
should concentrate 
on rewriting this 
game and releasing 
it as a new package 
because then they 
would have a much 
better product 
which would sell 
very well indeed. 
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SECRET WEAPONS OF LUFTWAFFE/BATTLE OF BRITAIN 1940 
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The south coast of England is 
littered with strategic targets 
just waiting to be bombed 


BATTLE OF 
BRITAIN 1940 

t he second of LucasArts' flight 
simulations. Battle of Britain, 
desperately tries to simulate the 
RAF and Luftwaffe contests over the 
south coast of England during 1940. 

The style of the game closely follows 
that of Battlehawks 1942 with the 
exception of more planes and a larger 
play area - plus the option to take off 
and land before and after missions. 


LucasArts' graphics division also seem to 
have made improvements and while still 
failing to re-create the excitement and 
atmosphere of the times, have managed 
to re-erect the planes and their 
associated cockpits fairly accurately. 

The inclusion of a mission builder is 
welcomed which allows the player to 
customize his or her missions to their 
heart's content. 

Battle of Britain's nearest competitors 
have to be Reach for the Skies from 
Virgin and Aces Over Europe from Sierra 
and both these titles beat LucasArts' 
effort hands down. 

One of the most disturbing aspects of 
this game is the movement of enemy 
planes relative to your own. All manner 
of aerial manoeuvres seem to be 
available even to the point of 
impossibility. 

Although far superior than 
Battlehawks 1942 in the graphics, sound 
and realism departments. Battle Of 
Britain is still too unrealistic to warrant 
much time and attention - essential 
ingredients that make a flight 
simulation's success. The addition of 
extra missions fails to save a once 
excellent World War II simulator which 
has been relegated to the second 
division by far better products. 


he games in Air Combat 



Out of all the 
simulations in Air 
Combat Classics 
SWOTL features the 
most extensive 
range of planes to 
choose from 




fil/jfA the type of incredible games 
If If that LucasArts are producing at 
present, their fhght simulations are not 
a good reminder of their past efforts. 
To be fair, all of the games in Air 
Combat Classics were massive bits in 
their time but technology has moved 
on considerably since then and they 
now look dated to say the least The 
best of the three has to be Secret 
Weapons of the Luftwaffe and if 
LucasArts had released this package 
with the others a year ago it would 
have been better received. But with the 
flight simulations available now it 
really pales into insignificance. Air 
Combat Classics certainly features the 
best fhght simulations of the past but 
for £45.33 you would be better 
spending your money on something a 
little more modem. 

STEVE WHITE P "7 Q 

PCA5C0REUU /U 


MINIMUM MEMORY 

B40k 

MINIMUM PROCESSOR 

28B 

OPTIMUM SPEED 

IBMHz 

INSTALLATION 

Essential 

HARD DISK SPACE 

8MB 

GRAPHICS 

VGA, MCGA, EGA 

SOUND CARDS 

Adlib, SoundBlaster 

CONTROLS 

Keyboard, Joystick, Mouse 


If you WANT T O AdvERliSE In 
This SPACE CON TACT FiONA ON 

( 062 !) 8!0 874 

iiilialtBliali2lialid[BliE)idiBlialralia)iBl[BlEl[aia][a[aiia]raiB]|a][?][a[B]igMg!gilg!lg!lg!lgilgl^^ 


/a 


MICROLAND BULLETIN BOARD SYSTEM 


0891 990 505 
TO DOWNLOAD 


0483 725 905 
TO VIEW 


Shareware to download at V32bis, V32, V22bis, 

V22, V23, & HST etc. 8 data bits, no parity 

Why wait for your software when you can download now direct to your computer. Microland 
offers high speed connections and most files are compressed to minimise the cost. Check it 
out on 0483 725 905 at normal call charges. So much shareware you are spoilt for choice. 

Over 80 file areas Including Desktop Publishing, GIF Files, Microsoft Windows, Games, 
Database Systems, Clip Art, Unix, Virus Detectors, Laser Fonts, Word Processors, Dbase 
Apps & Utils, Music Sound Tunes, Spreadsheets, Account and Finance Packages, Mean 18 
Golf Courses, and Communications. Area 1 contains file lists for all areas to help you find 
what you are looking for. Protocols xmodem, ymodem, zmodem, kermit, sealink, and uucp. 

Calls to 0891 990 505 charged at 36p per minute cheap rate, 48p per minute all other times. 
Trevan Designs Ltd. PO Box 13, Aldershot, Hants. GU12 6YX 

















































SUBWAR 2050 


PUBLISHER MicroProse 

CONTACT 0454 326532 
TEAM MPS Labs 

PRICE £44.99 

RELEASE DATE December 


ThB sea has never been 
friendly to man. At most it 
has been the acomphce of 
human restlessness' 

JOSEPH CONRAD 

The Sea of Japan is just one of 
the areas you can battle in your 
quest to rule under the waves 




The graphs 
show the 
sea bed to 
be a 

complicated 

maze. 

Getting lost 
may be a 
problem 


ubmarines have always held a 
certain fascination for 
members of the public. There is 
an extra thrill involved with 
these machines since they are, 
for the most part, an unknown 
experience. Everybody can get 
on a boat or a plane, but the chance 
to board a sub is an option only 
open to few. 


As is often the way, when one 
company plans to bring out a game of a 
certain ilk, several others join in. Subwar 
2050 from MicroProse is only one of a 
rash of underwater games to emerge 
before the end of 1993. 

Both Dynamix and Electronic Arts have 
titles about to break the surface, if you'll 
excuse the pun. Sim kings MicroProse 
have chosen to set theirs in the future to 
give them a little more scope and take 



Slipping beneath the waves with the sonar pinging may 
invoke memories of watching the classic Das Boot on a 
Sunday night Now's the time to do some diving for yourself 


them away from the Silent Service era of 
Sub games. 

It wouldn't be totally untrue to say 
that Subwar isn't too much of a 
simulation. For one It is based around 
futuristic battle subs, so it isn't really 
simulating anything. 


However there has been a lot of 


This is your destination. However 
it is a rare view above the surface 




A perfect example of 
how good the graphics 
are. The silent whale 
glides past your craft 


emphasis placed on action as 
well as strategy. Subwar can 
therefore be classed as a flight 
sim type of game in an 
underwater setting. 

Pretty graphics are the 
order of the day for 
MicroProse at the moment. 
The 3D section of Starlord was 
stunning and now, here 
comes Subwar 2050 with its 
moody, murky, threatening 
scenery. The successful movie 
The Abyss would be a good 
film to liken it to. The subs glide silently 
through the waters and their huge 
halogen beams cut through the 



The tension mounts in the 
briefing room as the contract 
is signed and a new campaign 
is about to begin 


Information is provided 
to the sub crews about 
the task that has been 
undertaken 
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‘Running silent and running deep, 
the submarines are making a 
return to our monitors’ 


As the 
beams cut 
through the 
depths you 
can make 
out another 
lamp in the 
distance 
from behind 


encourages you to relish playing the 
next sequence. 

Controls are fairly standard across all 
subs. The joystick seems to be as good 
an option as any. Movement is the 
obvious left and right and firing is as 
simple as tapping the buttons. This 
doesn't prevent Subwar from coming 
with a nice big manual to get your teeth 
stuck into though. 

Navigation is organised by a series of 
waypoints. The computer screen supplies 
information on headings and depth, you 
simply adjust your factors to match 
these. This isn't too easy when you are 
being attacked from all sides, but the 
concept itself is simple. 

The waypoints are represented on 
screen by green triangles which must be 
sailed through. Once all these have been 
passed through the mission will be 
completed, providing all the targets ► 




f he only other submarine 
games of any worth that 
are out at the moment are 
the SUeni ServicB games. SSII 
is the best and can currently 
be picked up on various 
compilations. Having said that 
it is a bit more "Dive! Dive! 


Dive!" than Subwar as it is based on more current technology, but even 






darkness, illuminating targets ripe for 
the picking. Not surprisingly, with an 
opportunity like this the graphic artists 
have made the most of things, especially 
with some delicious external viewpoints. 

There is 11 meg of code nestling on 
your hard drive at the end of installation 
and It isn't hard to work out where most 
of that disappears to. 

Upon starting, a choice of sub 

pilot must be made. A suitable mugshot 
can be selected and a name entered. 
From here on it's down to business. The 
next choice that must be made is which 
scenario to begin with. Training would 
be a clever choice, but this option is 
often avoided by people wanting to get 
straight into the thick of things. 

Aside from the training scenario which 


will guide you through the use of your 
craft's systems, ranging from weaponry 
to navigational, there are several other 
'real' missions on offer which are all 
based in the year 2050 and situated 
around the world. 

The basic gist of the plot is that 

you work for a company who contracts 
its fighting forces out to other firms who 
are having defensive problems. 
Apparently most battles are now fought 
under the ocean and as large multi¬ 
national companies vie for supremacy, 
skirmishes are bound to ensue. 

Depending which scenario is chosen 
will depend on who you work for, the 
duration of the contract and also what 
kind of fighting to expect. Obviously 
contracts earn money and the more 


successfully they are, the better the 
payment is at the end of the day. More 
cash will mean better subs and 
weaponry, so if performance is bad then 
it won't be long before you are 
outclassed under the sea. 

The start of each campaign is heralded 
by a gorgeous animation sequence. This 
shows the base sub slipping out of dock. 
At various points in the game new 
animations will crop up. This helps to 
give a real sense of achievement and 



CONTACT I OF 
TYPE sui: 
FrATINC UNKNOUN 
PEAP.IHC D-' 
COURSE D-> 
SPEED ID 
RANGE I.BDD 
CONF 5D 


CONTACT: TYPHOOi^- 
■ . IBQ 


SONAR :PASSI'.'E 


Two torpedoes later 
and you are sent 
spiralling downwards 
to a watery grave 


A routine patrol results in 
an ambush and your sub 
is suddenly surrounded 
by the enemy 
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bench test 


SUB WAR 2050 


have been taken out 
along the way. 

The on-board 
weaponry can be 
altered as a careful 
balance between 
missiles, torpedoes and 
decoys must be 
carried. The decoy is 
just chaff that will fool 
enemy missiles and, 
with a bit of luck, 
prevent them blowing the sub out of the 
water. The missiles are fire-and-forget 
which is handy as it makes taking 
enemies out that bit easier. Torpedoes 
on the other hand have to be aimed 
properly but as they are stronger only 
one may be needed to destroy an enemy 
instead of two or three missiles. 

Graphics of the seabed, the 

external views, other craft and even the 
non-hazardous 'bios' (whales and conga 
eels) are all excellent. Sound too is nicely 
done. The whooshes of a torpedo 
launching, sonar bleeps and crashing 
sounds are all there and executed well. 
For full effect though put it through the 
Roland and SoundBlaster and live the 
underwater experience. 

Simulations were in desperate need of 
a new direction and so too were 
MicroProse. Subwar is the right step 
forward, but it's just a shame that there 




quality then things are definitely on the 
move and a battle could be on. 

Graphically, MicroProse are at their 
peak and Subwar has certainly given the 
opposition something extra to think 
about here. 

Subwar 2050 is the kind of 

game that will still be on the shelves and 
probably still selling well a year on from 
now. It is an excellent example of what a 
good PC can do right at the moment. 

There is little point on trying this on a 
lower spec machine as you'll only end up 
being disappointed. A good enough 
reason as any to upgrade though. 


The 
halogen 
beams cut 
through 
murky 
darkness 
picking out 
anything in 
the way 





The on¬ 
board 
scanning 
system 
highlights 
a Bio and a 
sub ahead 
of you in 
the water 


Simulated combat is a 
good way to get in a 
little practice before 
going out for real and 
getting destroyed 


MINIMUM MEMORY 

2MB Extended 



The cockpit of your submarine is 
not as complex as it looks. Most 
of the equipment is standard 




2 was dubious about Subwar. I've seen 
demos of it for months and it is one of 
those games which looks too good to be 
true. However there is a game in there 
and MicroProse have once again come up 
with the goods. It is not specifically 
innovative but the scenario and graphics 
take it out of the normal leagues. The 
atmosphere is built up nicely and you 
aren't let down by the presentation. 
There's plenty of scope for mission disks, 
something that MicroProse don't really do 
too many of which is a shame, as once 
finished you may not come back. Until 


that point though it is a very nice offering 
that will do well 


PAUL McNALLY 


second opinion 

“tAf ell if you think that Subwar is going 
Ir If to be like Silent Service II then 
think again. Concentrating on futuristic 
subs with an atmospheric feel ripped 
straight from Sea Quest, Subwar is a 
great game. Although it takes a while to 
get into, a game that is both in-depth and 
enjoyable to play is quickly revealed. 

STEVE WHITE QQQ/n 

pcascoreOO /U 


MINIMUM PROCESSOR 

386 

OPTIMUM SPEED 

2.5 

INSTALLATION 

Essential 

HARD DISK SPACE 

11MB 

GRAPHICS 

VGA 

SOUND CARDS 

Roland, SoundBlaster 

CONTROLS 

Joystick, Mouse, Keyboard 









































At last, a 16-bit STEREO PC Sound Card at 
an affordable price, and with more sound 
standards than any other sound card. That’s 
just one of the Sound Galaxy range from 
Silica. The range also includes 8-bit mono 
and stereo cards with several CD-ROM and 
sound standard options. Check out the 
Sound Galaxy cards against the competition 
in the comparison tables below. Powerful 
features, coupled with quality manufacture 
and keen pricing make the Sound Galaxy 
range a winner. And, every Sound Galaxy 
PC Sound Card from Silica comes with a 
Dynamic Microphone, worth £7.99+vat 
FREE OF CHARGE! 


8-bit 

COMPARISON 

MONO J 

' STEREO 1 

AZTECH 

sound 

GALAXY 

BX 11 

CREATIVE 

SOUND 

BLASTER 

VERSION 

2.0 

AZTECH 

SOUND 

GAUXY 

CREATIVE 

SOUND 

BLASTER 

AZTECH 

SOUND 

GALAXY 

NX PRO 
EXTRA 

No Or Sound Standards 

2 

2 

4 

3 

5 

AdLib 

• 

• 

• 

• 

• 

Sdund Blaster Versidn 2 

• 

• 

• 

• 

• 

Sound Blaster Pro II 




• 

• 

Covox Speech Thing 



• 


• 

Disney Sound Source 



• 


• 

FM Synthesiser - 0PL2 

• 

• 

• 



FM Synthesiser - 0PL3 




• 

• 

Manual Volume Control 

• 

i 

• 

• 

• 

Digital Software Volume Control 



• 

8 STEPS 

16 STEPS 

Digital Bass & Treble Control 



• 

• 


Sampling Rate, Recording Up To; 

23KHZ 

15KHZ 

23KHZ 

44.1 KHz 

44.1 KHz 

Sampling Rate, Playback Up To: 

44.1 KHz 

44,1 KHz 

44.1KHZ 

44.1KHZ 

44.1 KHz 

Game Port, With MIDI Option 

• 

• 

• 

• 

• 

Dynamic Filtering For Beher SoundI 

• 


• 


• 

CD Audio In 

• 


• 


• 

Can Use Microphone And CD During 






Digital Playback 

• 


• 

• 

• 

SMT Board For Beher Reliability 

• 


• 

• 

• 

Free Speakers 

• 


• 


• 

CD-ROM Interface (AT-Bus) 






Panasonic Interface 



• 

• 

• 

Mitsumi Interface 





• 

Sony Interface 





• 

CD-ROM Interface (SCSI) 





OPTION 

Microphone AGC Amplifier 

• 


• 

• 

• 

Stereo Microphone Input 





• 

Software Selectable IRQ, DMA & 






Address Setting Configuration 






Retained When Power Off 



• 


• 

Mixer Support From More Than 






One Source During Recording 

• 


• 


• 

Built-In Amplifier 

• 

• 

• 

• 

• 

Stereo Lines In And Out 

_ 


_ 

• 




No Of Sound Standaros 
AdLib 

Sound Blaster Version 2 
Sound Blaster Pro II 
Microsoft Windows Sound System 
Covox Speech Thing 
Disney Sound Source 


FM Synthesiser - 0PL3 


Digital Software Volume Control 
Digital Bass & Treble Control 


Game Port, With MIDI Option 


Dynamic Filtering For Beher Sound 


CD-ROM Interface (AT-Bus) 
Panasonic Interface 
Mitsumi Interface 
Sony Interface 


CD-ROM Interface (SCSI) 


Microphone AGC Amplifier 
Stereo Microphone Input 


Software Selectable IRO, DMA & 
Addrel-s Setting Configuration 
Retained When Power Off 


Stereo Lines In And Out 


PC SOUND CARDS 

WITH FREE MICROPHONE FROM SILICA 


8-bit MONO 


2 SOUND STANDARDS 


FREE DELIVERY 



Sound Galaxy BXII 


• 8-bit Mono Sound Card 
2 Sound Standards 
AdLib, Sound Blaster y.2 

• FREE Speakers 

• Dynamic Filtering: 

For Better Sound Reproduction 

• CD Audio In: 


FREE! 

SPEAKERS 


uu nuulu ut. 

Direct Audio Connection from your CD-ROM into the Card 

• Mixer Support: 

Recording and Playback from Multiple Sources 

• Built-In Amplifier 

• MIDI Interface 

• FREE Dynamic Microphone from Silica 



Ref: SOU 1002 


-fVAT = £69.33 


16-bit STEREO 


2 SOUND STANDARDS 



FREE DELIVERY 







SouND Galaxy Business Audio Board 

• 16-bit Stereo Sound Card with CD ROM Interface 


► 2 Sound Standards 

AdLib. Microsoft Windows Sound System 


* FREE Fleadphones & Personal Microphone 

* Ideal for the Serious Business User 


• CD-ROM Interfaces (Built-In) For: 

Panasonic & Mitsumi Drives - Optional Upgrade to 
SCSI. Optional Sony Connector (See below). 


• Software Control of Volume. Bass & Treble 

• Built-In Amplifier 

• FREE Dynamic Microphone from Silica 



Ref: SOU 1084 


■fVAT = £92.83 


8-bit MONO 


4 SOUND STANDARDS 


FREE DELIVERY 



Sound Galaxy NXII 

• 8-bit Mono Sound Card with CD ROM Interface 

• 4 Sound Standards 


AdLib, Sound Blaster v.2. 
Covox Speech Thing. 
Disney Sound Source 

• FREE Speakers 


FREE! 

SPEAKERS 


• CD-ROM Interface (Built-In) For: 

Panasonic Drives 

• Software Configuration Settings in Eeprom: 

Card Doesn't Reset on Power-Off 

• Software Control of Volume. Bass & Treble 

• Built-In Amplifier & MIDI Interface 

• FREE Dynamic Microphone from Silica 


8-bit 

MONO 


•P CO ROM INTERFACE 



Ref: SOU 1024 


■fVAT= £92.83 


16-Mt STEREO 


6SOU ND STANDARDS 



Sound Galaxy NX PRO 16 

• 16-bit Stereo Sound Card with CD ROM Interface 

• 6 Sound Standards 

AdLib. Sound Blaster v.2. Sound Blaster Pro II, MS Windows 
Sound System. Covox Speech Thing. Disney Sound Source 

• FREE Headphones & Personal Microphone 

• CD-ROM Interfaces (Built-In) For: 

Panasonic & Mitsumi Drives - Optional Upgrade to 
SCSI. Optional Sony Connector (See below). 

• Software Configuration Settings in Eeprom: 

Card Doesn’t Reset on ‘Power-Otf 

• Software Control of Volume. Bass & Treble 

• Built-In Amplifier & MIDI Interface 

• Wave Power Upgrade: 

Uses an Ensoniq Chip to provide General MIDI 
Compatibility with 128 Instruments and 32 Note Polyphony 

• FREE Dynamic Microphone from Silica 



Ref: SOU 1062 


-fVAT = £175.08 


8-bit STEREO 


5 SOUND STANDARDS 



Sound Galaxy NX PRO EXTRA 

• 8-bit Stereo Sound Card with CD ROM Interface 

• 5 Sound Standards 
AdLib. Sound Blaster v.2. Sound 
Blaster Pro II. Covox Speech 
Thing. Disney Sound Source 

• FREE Speakers 


JREEI 

SPEAKERS 


• CD-ROM Interface (Built-In) For: 

Panasonic & Mitsumi Drives ■ Optional Upgrade to 
SCSI. Optional Sony Connector (See below). 

• Software Configuration Settings in Eeprom: 

Card Doesn't Reset on Power-Off 

• Software Control of Volume. Bass & Treble 

• Built-In Amplifier & MIDI Interface 

• FREE Dynamic Microphone from Silica 


8-bit 

STEREO 


+ CD ROM INTERFACE 



Ref: SOU 1050 


+VAT = £116.33 


WAVE POWER 


UPGRADE FOR NX PRO 16 


The WavePower daughterboard option plugs onto the NX PRo 16 
and turns it into a powerful 32 note polyphonic Digital Wave- 
Table Synthesiser. Ensoniq. the well known manufacturers of 
professional music equipment, provide the chipset on 
WavePower This allows for the realistic reproduction of various 
instrument sounds including Marimba. Guitar, Bass. Strings and 
Special Effects WavePower is also General MIDI compatible 
providing the 128 instrument sounds and associated percussion 
required of the standard. WavePower comes bundled with 
MidiSott Studio for Windows 
This combination provides a 


powerful tool for you to create 
your own compositions or to 
playback MIDI files. 

FREE DEUVERY 



ACCESSORIES 


FREE DELIVERY 
DYNAMIC MICROPHONE 

For recording your own vocal samples or sound effects (this 
microphone is free from Silica with each Sound Galaxy Card). 
SOU 9010 £7.99 -FVAT = £9.39 

MIDI CABLE 

Connects to the Game Port on the card and provides MIDI 
IN/OUT as well as an extension for a joystick. 

SOU 9016 £9.99-fvat = £11.74 

SONY ADAPTOR 

When connected to the Mitsumi AT-Bus CD-ROM interface 
on the NX PRO Extra, Business Audio Board or NX PRO 16, it 
allows connection of the Sony AT-Bus CD-ROM drive. 

SOU 9021 £7.99 -FVAT = £9.39 

SCSI EXTENSION BOARD 

Plugging the Sound Galaxy Extension Board onto the NX 
PRO Extra, Business Audio Board or NX PRO 16, enables you 
to connect to a wide range of SCSI CD-ROM drives. 

SOU 9028 £29-fvat = £34.08 





SILICA OFFER YOU 


Before you decide when to buy 
your new PC peripherals, we 
suggest you think very carefully 
about WFHERE you buy 


them. 


' Consider what it will be like a few 
months after you have made your 


purchase, when you may require additional products, or 
help and advice with your new purchase. And, will the 
company you buy from contact you with details of new 
products? At Silica, we ensure that you will have nothing to 
worry about. With our unrivalled experience and expertise, 
we can meet customers’ requirements with an 
understanding which is second to none. Complete and 
return the coupon now for our latest FREE literature and 
begin to experience the “Silica Service”. 

• FREE OVERNIGHT DELIVERY: 

On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: 

A team of technical experts will be at your service. 

• PRICE MATCH: 

We match competitors on a "Same product - Same price” basis. 

• ESTABLISHED 15 YEARS: 

We have a proven track record in professional computer sales. 

• PART OF A £ 50 M COMPANY (with over 200 staff): 
We are solid, reliable and profitable, 

• BUSINESS + EDUCATION + GOVERNMENT: 

Volume discounts are available. Tel: 081-308 0888. 


• SHOWROOMS: 

We have demonstration and training facilities at all our stores. 

• THE FULL STOCK RANGE: 

All of your requirements are available from one supplier. 

• FREE CATALOGUES: 

Will be mailed to you with special offers and full details of 
hardware, peripherals and software. 

• PAYMENT: 

We accept most major credit cards, cash, cheque or monthly 
terms (APR 29 . 8 % - written quotes on request). 





MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 4DX 

- — ■ oopm No Late Night Operjing 


Order Lines Open: Mon-Sat 9.00am-6.00pm 

LONDON SHOP: 

Opening Flours: Mon-Sat 9.30am-6.00pnn 


Night Opening 

52 Tottenham Court Road, London, W1P OBA 

No Late Night Opening 


Tel: 081-309 1111 

Fax No: 081-308 0608 


Tel: 071-580 4000 

Fax No: 071-323 4737 


LONDON SHOP: Selfridges (BasementArena). Oxford street, London, W1A 1AB 

Opening Hours: Mon-Sat 9.30am-7.00pm _ Late Night Thursday - 8pm 


Tel: 071-629 1234 

Extension: 3914 


SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 4DX 

Hours: Mon-Sat 9.00am-5.30pm_ Late Night: Friday - 7pm 


Tel: 081-302 8811 

Fax No: 081-309 0017 


ESSEX SHOP: Keddies (2nd Floor), High Street, Southend-on-Sea, Essex, SSI 1LA 

Opening Hours: Mon-Fri 9.30am-5.30pm (Sat 9.00am-6.00pm)Late Night: Thursday • 7pm 


Tel: 0702 468039 

Fax No: 0702 468039 


IPSWICH SHOP: Debenhams (2nd Floor), Waterloo House, Westgate St, Ipswich, IP1 3EH 

Mif) Hours. Mon-Fri 9.30am-5.30pm (Sat 9.00am-6.00pm)Late Night: Thursday - 9pm 


Tel: 0473 221313 

Fax No- 0473 287762 


Fto: Silica, PCACT-1293-110, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 4DX ^ 


PLEASE SEND INFORMATION ON PC SOUND CARDS 


Mr/Mrs/Miss/Ms:. Initials:. Surname; 

Company Name (if applicable): . 

Address:. 


. Postcode: . 

lei (Home):. Tel (Work):. 

I Which computer(s), if any, d o you own?.110 D j 

E&OE - Advertised orices and specifications may change - Please return the coupon for the latest information. 
































































































































































































SNES FORCE 

AUG 1993 

‘Striker is more than 
just the most comprehen¬ 
sive soccer sim to date, 
it's a dream come true’ 


SUPER ACTION 

AUG 1993 

‘The best footbaii game 

I've ever played _ on 

any other format’ 


JULIAN RIGNALL 

‘g really brilliant sports 
simulation, football fans 
are going to go mad 
about it’ 


SUPER PLAY 

AUG 1993 

‘It’s absolutely brilliant. 
It’s hard to imagine a 
more enjoyable footy 
game than Striker’ 


C.&V.G. 

AUG 1993 

‘Enjoyable, competitive 
and totally brilliant in 
every conceivable way’ 


TOTAL 

AUG 1993 

‘The best football game, 
in fact, the best sports 
game. It’s brilliant fun 
and simple without being 
basic. An instant classic’ 
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THE BLUE 3*. THE G RAY 


PUBLISHER Impressions 
CONTACT 071 351 2133 
TEAM Edward Grabowski 
PRICE £39.99 

RELEASE DATE Out now 



t ® ' R A ,* * *1 

When combat is 
entered into, the Micro 
Miniatures take the 
stage. This allows the 
player greater control 
of individual divisions 
and men during combat 

IT*. ! 


The Civil War is often seen 
as the war against slavery 
and this too has its 
mythological element' 

MARK 5AUNDERS-THE AMERICAN CIVIL WAR A HISTORY 


It may have ended over 130 years ago but the American 
Civil War still rages on the PC Now Impressions bring you 
the ultimate Civil War simulation 


he American Civil War is 
remembered as one of the most 
bloodiest conflicts ever between 
countrymen. Also it is seen as 
being one that certainly changed 
I the course of American history 
^ for the better. 

As far as computer conversions go, the 
Civil War has been fairly well catered for 
- one of the most exceptional efforts 
being Dr. Peter Turcan's Gettysburg 
which, although only concentrating on 
one of the many battles, featured 3D 
graphic landscapes and a complex yet 
effective parsar for entering commands. 

The Blue & The Grays has been 

written by Edward Grabowski. It steps 
back from the 3D graphic approach by 
implementing the original style of war 
games, consisting of an overhead map 
view and counters to represent units. 


The main display is fairly self 
explanatory and extremely 
easy to use. The tutorial game 
takes you through the use of 
icons and the map displays 



The game begins F»a.r«i to mov. 
in July 1861 and lasts 
for four years in 
which either side, 
the North or South, 
must attempt to 
capture the 
opposition's cities 
and destroy their 
armies. 

Impressions have 
supplied some 
superb documentation to 
support the game. This 
includes a tutorial. Micro 
Miniatures battle manual. Campaign 
manual and a history of the entire Civil 
War written by Mark Saunders. All of the 
books are superbly presented and the 
tutorial is both helpful and well written, 
although screenshots would have been 
welcomed. 

Nevertheless the interface and unit 
icons appear somewhat complex at first, 
but playing through the tutorial soon 
eradicates any fears or apprehension and 
movement around 
the map and 
associated icons 
becomes a lot easier. 

The war is split 
into two sections 
entitled Campaign 
and Micro Miniatures. 
The Campaign side 
involves the 
movement, supply 
and creation of 


ft 


■K.. ■ 




suso 
ro—@ 


I Divl 


BuiM Divitior 


Divisions 16 
Brigsiln 16 

Regiments 23 
Bsttelions 94 
Companies 752 
Men 75525 


I Give OrsLers | 


While the armies are busy fighting it 
out in the field, new recruits become 
available and can be assigned to 
divisions or made into new ones 


divisions, while 
the Micro 
Miniatures 


‘An excellent introdnction 
for potential wargamers’ 


^ BATTLE HISTOBy'oF THE CTVa W 


M DATE BATTLE 

i sijaei 

ATTACKEB victor 

i 




f 

i 

1 

I 

1 

<CONF>100 . ^ 

j.. 



Each battle is given a name and 
stored in the Battle Listings. 
This allows the player to keep a 
chronological stamp of battle 
events and the outcome 






a 


Ithough 1 found The Blue & The 
Gray to be fairly daunting on first 
inspection^ a flick through the 
excellent tutorial manual soon had me 
ordering troops and fighting battles in no 
time. The superb documentation to this 
game is certainly worthy of honourable 
mention. It is very clearly set out in a 
progressive order making what could 


have been an extremely complicated game 
a joy to both play and learn. It is the 
simphcity in explanation, yet complexity of 
play that makes it a superb introduction to 
those who want to experience war gaming 
on the PC. This is definitely the best 
simulation of the American Civil War that 
is available at present Personally I must 
admit that I did enjoy playing it 


STEVE WHITE 


PCA SCORE 


85 % 



Information on any division in 
the army can be called up simply 
with the click of a button 


features an enlarged view of any battles 
that take place. The Campaign stages 
are turn based, which means that one 
side moves all their units and then the 
other side follows. 

There are three types of army 

units and these are infantry, cavalry and 
artillery. These units can either fight 
individually or be stacked on top of 
each other to create a more balanced 
and effective fighting force. Each unit is 
allocated movement points, the amount 
of which depends on the type of terrain 
the unit is moving across. If there is a 
train or ship nearby the unit can always 
board it, which will allow them more 
movement points. 

Once combat has been entered into, 
the game switches into Micro 
Miniatures mode. From here the players 
can see all their attacking and 
defending troops and direct their 
movement against the 
enemy. Troops can be 
moved singularly, as a group 
or all together and in any 
formation. 

If the Fog of War option is 
switched on then enemy 


1| FINAL POSITION 
FEDERAL TOTALS 

Aetiv. 

Il\fu(r) <M«v> 0 

<U«ti> 0 

CivJn, U3l 

CU»U> SO 

ArUU.., «.•«>.> 0 

(Unto 0 

CONFEDERATE TOTALS 


Wuitr, <M»> 6.872 

(Unto US 

C.viln (M.O 0 


-■H} 


A FEDERAL WITHDRAWAL 





At the end of each battle a 
summary is displayed showing 
the amount of deaths in each 
type of division 


units only appear when in the range of 
vision of the opponent. Once the battle 
has ended, both sides are shown the 
amount of casualties as well as those still 
remaining. Death can come in the shape 
of either a speeding bullet, shrapnel or 
disease which can wipe entire units out. 






MINIMUM MEMORY 

G40k 

MINIMUM PROCESSOR 

386 

OPTIMUM SPEED 

16MHz 

INSTALLATION 

Essential 

HARD DISK SPACE 

4MB 

GRAPHICS 

VGA 

SOUND CARDS 

Roland, SoundBlaster, Adlib 

CONTROLS 

Mouse, Keyboard 


57 

















































































































# The Industry Standard 
Sound Card 


# All Cards are UK Versions 
and include bundled 
software 

# Call for free Speaker offer 
and details of full Creative 
Labs range 


£275 

£375 

£325 

£425 


Internal 

XM3401-B 

External 

XM3401-S 

Internal Kit 
XM3401-BA 

External Kit 
XM3401-SA 


Direct 


£55 


- V2.0 Deluxe 


£85 


- Pro Deluxe 


£165 


- Pro 16 ASP 


TOSHIBA 
CD-ROM DRIVES 

# Dual Speed # Multisession 

# Photo CD compatible 


PANASONIC CR 562 £165 

- including interface kit 

SoundBlaster Pro Deluxe £85 

- including Lemmings, Indy 500, 

MFC Encyclopedia, speakers £250 
~ call for bundled software options 


MultiMedia 


Daisy gives 
the very 
best prices 

Sound Blaster 


Games 


The 7th Guest 

£40 

Kings Quest VI 

£30 

Monkey Island 

£30 

Sherlock Holmes III 

£35 

Day of the Tentacle 

£29 

Dune 

£35 

Legend of Kyrandia 

£30 

Jurassic Park 

£30 

STARTREK 

£39 

Return to Zork 

£39 

TEX 

£36 


Presentation/Graphics 

Too Many Type Fonts 

£18 

Business Backgrounds 

£20 

Island Design 

£20 

Majestic Places 

£20 

Money, Money, Money 

£20 

Tempra Access 

£15 

Sound Bits 

£29 

- call for latest prices and titles 


Reference 

Microsoft Dinosaurs 

£35 

Groliers Encyclopedia MPC 
Mayo Clinic MPC 

£190 

£25 

Cinemania Win 1992 

£35 

Microsoft ENCARTA 

£185 

Lovers Guide - CD 18 +only 

£39 

Sherlock Holmes, complete text 

£15 

World Atlas V4 

£49 

20th Century - 5 Disks 

£99 

Microsoft Beethoven 

£35 

Newsweek 2 

£30 

ITN News 1992 

£49 


Beat these bundles!! 

)rive 

£249 


Philips 462 External MPC CD Rom Drive 
+ Lotus 123 on CD Rom 
+ The 7th Guest 


SoundWARE 5000 p "p <>'!. 

Tk t i ^ i* the market 

- MPC Level 2 Compliant 10/93 pcw 
Panasonic CR562 + Advanced Gravis Utrasound 16 Bit 
SS-50 Speakers + 123 + Organiser + Design Works +++ 


£519 


Education 


Animals of San Diego MPC 

£25 

Carmen San Diego deluxe 

£30 

Education Master II 

£15 

Mixed-up Mother Goose 

£15 

Scary Poems for Rotten Kids 

£25 

The Tale of Benjamin or Peter 

£25 

The Paper Bag Princess 

£25 


Daisy MultiMedia 

a division of 

The Daisy Corporation Pic, 

Vincent Court, Fishers Green Road, 
Stevenage, Herts, SGI 2PT 

Call for details on other unbelievable bundle offers 



. 0438 745300 


9am - 9pm 7 days a week 


Fax 0438 740730 

All prices are exclusive of VAT and carriage 
(£4.50 - CDs £8.50 - Cards and Drives + VAT) 
and are subject to change without notice. 
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Above Right: 
Flying sequences 
play a prominent 
part in Inca II 

Below Right The 
player mans his 
spacecraft and 
battle is ready to 
commence 


Below: Deserted 
wastelands 
await 
catastrophe 
unless Eldorado, 
the game's 
protagonist, 
can fight the 
brooding evil 





Below Right 

Just one of the 
characters to be 
interacted with 


Eldorado reborn 


S equels are precarious. Often peoples' expectations 
are far too high if they've loved the first game in 
the series. Others may shun the second game, however 
good it appears to be, purely because they found the 
first one to be something of a disappointment. Inca was 
a game that fell between two stools. Mediocre was the 
general opinion. 

Inca II, again from Coktel Vision, and assured of a UK 
launch on CD-Rom by December, is a game that's going hell for 
leather to give both cynics and the indifferent masses out there 
what for. It's aim? Simple. To blaze a streak of glory through the 
fast expanding genre of games now being modestly referred to as 
'Great Interactive Adventure Movies'. 

The plot takes up where the first game left off. Eldorado (no 
relation to fated soap operas) who became the sacred Grand Inca 
at the end of Inca I holds reign over the four quarters of the 
empire, while steadily extending his powers beyond the continents. 

However, a strange asteroid has suddenly appeared out of 
nowhere and catastrophe looms large. This is where you, as 
Eldorado's son. The Chosen One come in. It will be down to you to 
fight the evil forces building up, the crux of the game focusing on 
both flying sequences and interaction with characters. 

Coktel Vision are bidding to make Inca II as player friendly as possible and, as such, the game 
manages to successfully combine adventure and action into a complete whole. 

To compliment this, the player will have the choice to either solve adventure 
puzzles or negotiate their way through action phases in order to succeed certain 
stages. The game's difficulty is also adjustable and this alleviates those bouts of 

frustration which a lot of 
accomplished gamesplayers may 
tend to experience. 

Cinematic cuts consisting of 
giant explosions and dialogues 
with filmed characters (this is the 
movie side of the production) keep 
feeding players back into the 
backbone of the game while 
realistic landscapes and some quite 
marvellous graphic illustrations are 
destined to keep interest high on 
the visual level. 

ChatmeupIrekkyWI I ^ 

The impact of using the original actors for voice-overs on film licences is about to hit 
home as Interplay make the first of what will surely be many inroads with their Star 
Trek: 25th Anniversary game. 

To make the games playing experience so much more realistic, the one and only 
babygrow clad Star Trek team - Captain Kirk, Spock, Scotty and Bones - have been 
cajoled Into putting their peculiar brand of wit and dead pan space age witticisms 
into the enhanced CD-Rom offering. 

Gameplay itself, an action adventure cum role-playing affair, looks as though it 
changes little from the original 
floppy version, but who could really 
resist having good old Scotty yell 'I 
canny hold her C'ptain. She's gonna 
blow' while you fumble around 
with his pixelised on-screen 
counterpart? 

'The CD-Rom format 
gives us so much 
more latitude in 
game design' 


To coincide with the launch of 
Microcosm, Psygnosis are now giving 
players the chance to win an exclusive gold 
compact disk of the game in question. And 
just to make sure that it can't be left 
gathering dust on the sideboard, along with 
this will come the latest CD-Rom external 
drive. Just plug it in and play away. 

Simply answer this question: What is a 
Microcosm? Return your answer on a 
postcard before Christmas Day. Entries to be 
sent to: PC Action, Europa House, Adlington 
Park, Macclesfield SK10 4NP. 


Alone in the Dark, available 

exclusively on the PC from French software 
publishers Infogrammes has, along with 
many other best sellers on the floppy 
format, been converted, or 'shovelled' onto 
the CD-Rom platform. 

Now on release, it is a special edition 
package with a CD quality soundtrack and 
: speech where apprppiate, say, when you 
I pick up a letter tp be read. 

Bundled with this is a little number 
entitled Jack in the Dark - a child's eye view 
of the workings inside a toy shop when all 
the toys come to life on Christmas Eve. 

Alone in the Dark shot to stardom last 
year due to its originality and innovative use 
of camera angles and filled polygon vectors. 

If it has, so far, been a missing link in your 
gamesplaying life, then this can only be one 
of those must buy titles (£44.99) to make 
that snazzy new CD-Rom drive a really 
worthwhile purchase. 


As Fidl Mohan Video grips hold of 

the software industry, CD-Rom games are 
employing the talents of actors and 
budding thesps to give that additional 
gleam to the proceedings. 

The pulling power of Donald Sutherland, 
digitized with video and sound is to 
galvanise the game KGB and transform it 
into what will be known as Conspiracy. 
Dealing with KGB wheelings and dealings 
the player will be drawn into investigating 
possible cases of corruption. Due for a post 
Christmas launch from Virgin 


Right The 
pixelised Star 
Trek crew go 
about their 
business on the 
US Enterprise 


BRIAN FARGO, PRESIDENT OF INTERPLAY 


TIMh'UNES 


^ i t f - 

Day of the Tentacle 
' Dune 
The 7th Guest 
T Dracula Unleashed 
j Return to Zork 
c Sherlock Holmes 
King's Quest 6 
i: Great Naval Battles 
" Space Shuttle 
"■u Eric the Unready 


US Gold £45.99 
Virgin £49.99 
Virgin £69.99 
Mindscape £49.99 
Activision £49.99 
Mindscape £39.99 
Sierra On-Line £49.99 
US Gold £44.99 
Mindscape £39.99 
Accolade £44.99 


































RETURN TO ZORK 



PUBLISHER ActivisiDn 

CONTACT 0295 252524 
TEAM Infocom 

PRICE £49.99 

RELEASE DATE Out Now 


m oorish. An adventure 

game's got to be moorish to 
reach out and grab your 
attention. It's got to have 
you scouring every last inch 
of the screen with the 
cursor, pernicketing over 
each and every pixel and echoing 
every in-game conversation in the 
hope of pulling out a clue or 


And it's got to have style. Fail to excite 
the taste buds and more often than not 
the player becomes so miffed and so 
bogged down that the game just starts 
to drift, loses its appeal, and the 
enjoyment factor plummets to well 
below minus. 

The 'aw, just one more go, pleease' as 
opposed to 'I just couldn't be bothered 
with this anymore' quotient is the one to 


Let the great world spin for ever down 
the ringing grooves of change 


Lord Tennyson 


taken lightly in this part of the 
woods. Be wise with your words 
getting out of this predicament 


The beginning of your 
adventure. Tremblyn 
tells you a brief tale 
in preparation for the 
challenges to come 


The inventory box 
expands as you 
pick up more 
items here there 
and everywhere 


unveiling a new riddle. 

When an all talkin'all actin'Full Motion Video extravaganza 
worms its way through gaming traditions^ is it really time to 
abandon those beloved fantasy lands shrouded in mystery..? 


strive for. And, fortunately. Return to 
Zork falls squarely into the first category. 
With an average eighty hours gameplay, 
without one iota of doubt, it provides 
excellent value for money. 

The original Zork game sold in its 
multi-millions thanks to the challenges It 



Mr Boos Miller offers you a bevvy or three. 
Accept, make a toast, and watch him get 
sloshed. It's then time to ask for a key 


LABYRINTH 



From the twisted threads of time 
and space comes an adventure 
built to bridge Earth's history 

GO 


From a modern subway station to a 
wild-west ghost town. Labyrinth 
introduces you to times gone by 


PUBLISHER Electronic Arts 
CONTACT 0743 549442 
TEAM Terranova Development 
PRICE £39.99 

RELEASE DATE Out Now 


Time: That which man is always trying to kill b^t which ends in killing him 

HERBERT SPENCER 1820-1903 


Your first chance of interacting 
with Labyrinth come at the lift 
where you must select which 
level you wish to be taken to 


J he CD-Rom really is becoming a 
, force to be reckoned with and 
this is apparent by the wealth of 
new software that is being 
released on this medium. But to 
I be honest, we haven't really 
I seen anything that's been jaw 
/ dropping as of yet. 

Electronic Arts are renowned for their 
continuing drive to produce high quality 
software over all formats, and that 
includes CD-Rom. Labyrinth is their latest 
game written by Terra Nova 
development. From the adventure 
stable, it's set in a constantly twisting 
labyrinth that spans time and space. 

You have been pulled into the labyrinth 
by a lost soul who is trapped himself. While 
taking the normal train journey home from 
work, he suddenly appears to tell you of his 
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humanity from an 
evil despot. 

The graphic 
adventure format 
may be familiar with 
the usual array of 
riddles knotted together, only to be 
untangled by locating the necessary 
items to be used in conjunction with 
someone or something in the plot. Just 
as important is the process of weaning 
information from the plethora of 
characters with which contact is made. 


You enter a 
seemingly 
deserted hut 
in East 

Shanbar only 
to surprise 
Rebecca 
getting ready 
for bed 



presented and 
the humorous 
way in which it 
enticed gamers 
into many new 
dilemmas within 
the Great 


Now what would 
you normally do 
with a bra box. 
Throw it in the 
furnace of 
course to melt it 
down to a single 
wire. Handy for 
picking door 
locks maybe... 


Traditions aside though, Return 

to Zork is undeniable the first interactive 
software product to well and truly gnaw 
away at the received definition of the 


Underground Empire. 

The sequel now expands on this 
framework, drawing us into a quest 
fraught with numerous perils and 
dangers. Death seems to be looming 
around every corner as the adventure 
careers through wastelands, around 
Eastlands and Westlands and even deep 


adventure game. 

Glossing over the top is a real weighty 
contribution in the form of Full Motion 
Video. Supposedly well known American 
thesps, previously involved in the film 
and TV media (appearances in Murder 
She Wrote, Beverly Hills 90210 and 
Turner and Hooch for instance), play an 


into the bowels of an underground integral part in the interactive side of 

world while we valiantly try to save things. A poodle, a cow, even vultures. 



a s of yet nothing really 
comes all that close to 
exploiting Full Motion 
Video and combining it into a 
fantasy world to the extent 
that RTZ does. The only other 
recent graphic adventure that 
has the same thickness of plot 
and longevity of challenge has 
to be King's Qusst B on the CD-Hom. Although some may consider it a little twee, 
graphics are colourful and gameplay itself twists and weaves itself around numerous 
locations and convoluted puzzles. Lost in Timt^ on the other hand, reviewed in PCA 
issue one, is a sort of hybrid in that it intersperses FMV set against digitised 
landscapes. Out on floppy, it certainly tries to be different but, at the end of the day, is 
short lived when put side by side with the other two games. 



A topsy turvy view of 
the cliffs greets you 
while shimmying down 
a cliff face to reach a 
new location 


set against 
computer generated 
backgrounds, also 
take a very real slice 
of the action. The 
characters infuse 
this animated 'other 
world' on the screen 
with real life. They're not merely the 
living and breathing equivalent to 2D 
game characters either. The story 
demands that they all have very 
colourful backgrounds. 

An important part of gameplay is that 
you take photographs of anyone or 
anything interesting you meet. 
Manufacture a new encounter and 
sometimes the only possible way of 
gleaning vital info is to show these snap 


shots to the new acquaintance. Only 
then may you be provided with snippets 
on the people, their past deeds, the 
places they inhabit, and the part they 
play in the game as a whole. 

Lavish digitized locations and fanciful 
graphics can really only be justified 
though if they aren't standalone. The 
sceptical among us could just push 
Return to Zork aside muttering 
'gimmick' under our breaths. ► 


‘Art for art’s sake? Get off your hobby-horse. ► 



Looking over the midsts of time 
you spot a large structure jutting 
up from a crystal cliff. Doesn't 
make much sense to me either 


plight. The legendary king Minos is 
planning to take over the Earth. 

To do this he is constructing a labyrinth 
that, when eventually finished will bridge all 
eras of history in Earth’s evolution, thereby 
allowing him to travel backwards and 
forwards in time and, in doing so, change 



Many of the 
levels are linked 
via a teleport 
indicated by a 
crazy ambient 
image. This one 
takes us to the 
wild west 


At last, we've 
found an object. 
The bottle is 
located in the bar 
which can be 
found in the wild- 
west time zone 



seems to be suspended in time, with only 
one door which leads to a deserted hotel 
of some sort. 

Besides the horror of being left alone. 


history to his own liking. 

Needless to say, you have been chosen 
to destroy Minos and end construction of 
the labyrinth. With the story told, the 
mysterious lost soul disappears without 


trace, leaving you to fend for yourself in a 
world where time has no place. 

You begin Labyrinth outside your waiting 
train. Instant investigation soon reveals 
that all is not as it should be. The train 


accompanied only by an excellent but 
spooky soundtrack, you will instantly 
appreciate the 3D rendered graphics which 
feature some wonderful colouring and 
superb shading. Beneath the main ► 
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RETURN TO ZORK 






It’s a bloody good adventure to boot’ 


► But no. 
Sandpaper away 
the gloss and 
you're left with a 
real humdinger of 
a plot that's fresh 
and certainly manages to tease big time. 

As is the norm in this genre of games, 
all the puzzles (all 250 of them) are 
intrinsically linked. They begin easy. Find 
some vines, attach them to planks of 
wood by a river side and, hey presto, you 
have a raft in 
which to float 
down river. Don't 
be lulled into a 
false sense of 
security too early 
on though. 

As progression 
is made, the 
dilemmas become 
more manifold 
and increasingly 
complex. Even 
when you do locate an object, it's not 
simply a case of giving/using it with 
something else. 

You find a bra box for example. 

Useless on its own. Throw it in the 
incinerator (puts a new angle on burning 
your bras) and you're left with a hot 
wire. Cool it by throwing on some water 
and you then have the means to pick a 
lock to get into an unexplored building. 

Despite this linkage, the game 

as a whole is segmented. Each part 
revolves around a different location, 
whether that be on Ferryman's Island, a 
Dwarven Camp or down the Cliffs of 
Depression. This certainly adds spice to 


the visuals as well as 
giving a real plot to 
the game. 

So too is the 
comprehensiveness, 
yet at the same time 
simpleness, of the control interface 
second to none. Rather than being 
restricted to the by now traditional USE 
which has replaced the more free and 
easy OPEN, CLOSE, MOVE etc, Zork 
stretches the possibilities 
to the max. 

When you happen 
upon something new you 
have a wide choice as to 
what to do next. A 
thermos for example can 
be emptied, filled, 
thrown, given away, put 
down rather than being 
reduced to a simple and 
restrictive USE. It's almost 


as though you're back in a text 
adventure, only that now it's been 
refashioned and dragged into the '90s. 

Even when you're talking to someone 
you can decide whether you want to 
take an angry, indifferent or fascinating 
approach, while all the conversations 
undertaken are recorded, enabling you 
to backtrack and refresh your memory 


on what may ultimately turn out to be 
words of wisdom once the plot has 
thickened a little more. 

You could argue that the 

overwhelming digital footage really 
takes games away from the fantasy they 
embellish, even to the extent of being a 
cop out. Return to Zork is done so well 


Talk to the bloke in East Shanbar 
for another puzzle 


Keep a photo 
album of all the 
characters you 
meet. You may 
need to cross 
reference them at 
some point 


In an outhouse 
a thick Scottish 
accent suddenly 
stops you in 
your tracks 


LABYRINTH 



In the early stages of the game you 
will notice a severe lack of objects 
which you can use. This is one of the 
areas where Labyrinth loses points 


► display are the game 
icons which are 
accessed via the mouse. 
All are fairly simple to 
understand, containing 
such necessary options 
as drop, pick up, use and 
move in the four 
compass directions. A 
further menu allows you 
to select items from your 
present inventory and 
operate them with certain 
objects in and around the 
labyrinth. There is a very useful map 
option included, although it’s probably 
quicker to map the game yourself as the 



maze area can become quite infuriating for 
those adventurers ill prepared. It also 
takes a fair amount of exploring before any 
collectable items are located. 

Travelling back and forth between time 
zones is sometimes called upon in order to 
complete selected puzzles. If you tamper 


with an object in one zone it may effect 
another somewhere else. Whether the 


effect is good or bad you’ll just have to wait 


The Sheriff's Office 
reveals a brass key 
which, although not of 
any use with the cell, 
does open up new 
pastures elsewhere 


and see. You can 
check out all the 
objects you are 
currently carrying 
in your inventory by 


selecting them via the icons. You are then 


presented with a 3D rendered image of the 


object from which you may be able to gain 
important clues. It is important to find out 


about the clues as many work in 


conjunction with each other. 

Graphically, Labyrinth is colourful and 
very atmospheric, especially when 
combined with the great soundtrack. 


‘Great graphics and music do not necessarily make for ag 






































































test 



The whispering woods yell 'danger' 
into every vibe of your body 




though. The fantasy element is still 
retained enough with the inclusion of 
dwarves, fairies etc to carry it off, while 
the balancing act between the realism 
of the people and the surroundings and 
the mysticism of the story itself is set at 
just the right pitch. 

The game's a real fashion splasher, yet 
at the same time doesn't come across as 
being kitsch. Beneath all the fanciness is 
a rollicking adventure that will test the 
mettle of even the most worldy of 
adventure gamers. 


Take the Dwarfen sword to the 
blacksmiths and he'll clean it up for 
you, at a price of course 


Happen upon the carpenter 
while trekking around East 
Shanbar. Every character you 
meet can be interacted with 
to glean some vital clues 



50 


MINIMUM MEMORY 

600k+4MB 

MINIMUM PROCESSOR 

386 

OPTIMUM SPEED 

25Miz CD Drive-ISOByte/Sec 

INSTALLATION 

Essential 

HARD DISK SPACE 

23MB 

GRAPHICS 

VGA 

SOUND CARDS 

Roland, SoundBlaster, Pro Audio, Adlib, 

Disney SoundSource, Tandy 

CONTROLS 

Joystick, Mouse 
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a potential attack an the status quo of 
graphic adventures has been 
simmering since the advent of the CD- 
Ram, particularily in regard to the new 
technologies it can utilise and the vast 
amount of storage space it boasts. Return 
to Zork is seminal in that it uses the new 
medium to the max. It's not just a demo of 
kitschness. It draws on Full Motion Video 
yet this is so well implemented and so 
sophisticated that gameplay itself does in 
no way become second fiddle. If all future 
FMV based games, and there will be 
many, take this as its rale model, then the 
future has a chance of being a bright one. 
If, an the other hand, projects now on the 
bail resort to the obligatory out-of-work- 
actor-inclusion just to flannel out the 
game, then players will wisen up and the 


whale concept of a proposed Virtual World 
inside the FC crumble. The real beauty about 
RTZ is that even on floppy disk the quahty of 
graphics is excellent. You'll still need 23Mb 
of space but, that's a small price to pay. 
SHARON GREAVES 

second opinion 

e very minute of my day is spent playing 
this mind sapping masterpiece. I've 
travelled around East and West Shanbar 
until the soles of my shoes have warn thin. 
But still I'm hooked. With a mountain of 
thought provoking puzzles. Return to Zork 
offers even the experienced among us hours 
of serious entertainment. It's easy to get 
around and play, but beware of the Guardian. 
Not exactly a 'game aver' icon but one false 
move and up he paps to take away half of 
your inventory. Being new to this type of 


game has not been problematic. I've 
found it very straightforward to use, as 
colourful, clear icons enable easy 
movement around the screen. There is 
however one problem about Zork that has 
came to light, and that is maybe a help 
menu would have been a goad idea. For 
instance, in both the forest and woods my 
navigational qualities have failed every 
time. This is a debatable topic though. 
Although advantageous in aiding the 
games player, you still don't want to be 
handed the solution to puzzles on a plate 
and have that frustration taken away. If 
your looking for something that will 
stretch your brain power to its full 
capacity, then Return to Zork will not 
disappoint. A game to think about, play, 
and, above all, enjoy. m n n / 

KAREN LEVY SOT 8970 



To explore certain objects 
within the many rooms of 
the hotel, simply select the 
eye icon and click on the 
location you wish to examine 


real game’ 


However, most of the images are still and 
when animation does come into play it is 
short and sweet. 

Adventuring fairly far into the game there 
is a distinct lack of clues to really sustain 
your interest, and if you 
happen to have a slow CD 
drive, then searching the 
rooms for what results to be 
nothing can become very 
tedious, very soon to say 
the least. 


uuuiiim 

o one can deny that Labyrinth has 
great graphics and a superbly 
spooky soundtrack. However, great 
graphics and sound do not necessarily 
make for a great game. Adventuring 
around the Labyrinth world is a slow 
and often painful experience, especially 
with the lack of clues early an. There 
are virtually no characters with which 
to interact and animation has been left 
to the minimum. I would have expected 
something a httle better from Electronic 
Arts who just seem to have been 
concentrating on visuals rather than 
playability lately. Labyrinth isn't terrible 
but it really would have benefited from 
more puzzles and more interaction with 
the world in which it is set. , 

STEVE WHITE VnO/l 

PCASCORE / U /U 




MINIMUM MEMORY 

5g0k+2MB 

MINIMUM PROCESSOR 

286 

OPTIMUM SPEED 

12Mhz 

INSTALLATION 

No 

HARD DISK SPACE 

Save games only 

GRAPHICS 

VGA 

SOUND CARDS 

Roland, Adlib, Soundblaster 

CONTROLS 

Mouse 










































































DRACULA UNLEASHED 


PUBLISHER Software Toolworks 
CONTACT 0444 246 333 
TEAM Viacom 

PRICE £49.99 

RELEASE DATE Out now 


'But I will be a 
bridegroom in my 
death, and run into't as 
to a lover's bed' 

(Antony - Antony and Cleopatra - Shakespeare) 



This carriage seat is the screen you'll 
see the most in the entire game. 
From here your driver will take you 
to any destination you like 


Aside from a rather strange 
accent this news vendor can 
supply some rather useful 
information for you 



Nat to be confused with the vampire offering from 
Psygnosis^ the Software Toolworks CD uses superb 
full-motion video to convey the spooky storyline 


Doors of the 
buildings can be 
clicked on to 
enter. If they are 
closed you will be 
turned away 



Visit the gravestone of 
your dead relative during 
the chilling introduction 



Saucy Jack is 
a veritable 
source of 
information 
on Dracula 



W hen Bram Stoker penned 
Dracula there could be no 
way of knowing that years 
later the character would 
be one of, if not the most 
popular, horror figures of 
all time. With the recent 
resurgence of interest we've seen 
two Drac games over the past 
month. Psygnosis' effort (see Class 
of Autumn 93 in issue 1 of PC 
Action) was all well and good, but 
Software Toolworks have gone for a 
totally different perspective and 
have chosen the in vogue full 
motion video/real actors way of 
looking at things. 

Anyone whose already seen the 
Sherlock Holmes Consulting Detective 
Series should have at least a vague idea 
of what happens in this type of game. A 
section of video footage is shown before 
a mouse pointer appears allowing 
certain activities to be performed. In 
Dracula Unleashed this involves entering 
notes in a journal and moving around 
between locations, more of which 
become available as time passes and 
more clues are discovered. 


This CD is far more impressive than 
any of the similar Consulting Detective 
ones. As soon as the picture comes on, it 
is apparent that the quality is better 
than anything seen before. The 
resolution is greater and the actors move 
about much more freely than has yet 
been seen. It is difficult to imagine the 
quality of the video footage and speech 
getting much better that this. 

The lead actor has a very smooth 
voice which is quite pleasing to listen to. 
This unfortunately cannot be said of the 
poor guy that was brought in to be the 
driver of your carriage. It seems that an 
American has been asked to do an 
impression of a cockney, failed miserably 
and still found himself in the game. 

At first this cross between Australian, 
Londoner and Pakistani is highly 
amusing. However after a short period 
of time, the option to turn the driver's 
voice might need to be utilised for the 
first time. Chances are it'll never be 
turned back on again unless there are a 
few friends round, the beer's flowing 
and you fancy a laugh. 

The title music which accompanies the 




scenes is by Carl Orff and is the Carmina 
Burana, yes, that's the one from the Old 
Spice advert. When allowed to run, this 
will eventually change into the 
introduction. However, alternatively 
clicking the mouse button will skip the 
intro and lead into the interesting stuff. 
The tune is certainly worth listening to 
as it really is of high quality and sets the 
scene like never before. 

A good couple of minutes of film 

footage can be seen before the first 
interactive section comes along. As soon 
as mouse control is passed over a 
number of options come into use along 
the bottom of the screen. The standard 
help system exists which takes you 
through all the features if you so wish, 
whilst the Journal mentioned earlier is 
an invaluable source of clues and hints. 
Clicking on it after a video sequence will 
make an entry which can then be read 
back at any time. This handy system also 
eradicates the need for the player to 
make their own notes as everything can 
be saved on to the hard drive. 

Initially progress is very easy and 
straightforward. Visiting all the 
addresses in the Journal is the first 

priority. As more 


An important 
location for your 
research and study 
into vampires are the 
offices of the Daily 
telegraph 


information 
becomes apparent, 
new addresses will 
begin to appear. 
Each visit to a new 
































































The policeman 
hands over a 
mysterious 
package that has 
been recovered 


A good place to 
visit for 
background 
information is the 
Marker household 


'The Software Toolworks do some bandwagon 
jnmping with their very own video vampire’ 






A delivery of flowers 
does nothing to abate 
the growing fear in 
old London town and 
Drac and his minions 


MINIMUM MEMORY 

600k+2MB RAM 

MINIMUM PROCESSOR 

386 

OPTIMUM SPEED 

16MHz 

INSTALLATION 

Essential 

HARD DISK SPACE 

1MB 

GRAPHICS 

VGA, SVGA 

SOUND CARDS 

SoundBlaster 

CONTROLS 

Mouse 


. .. 


Iracula Unleashed is a fine example of 
n what can be achieved at this moment 
lA with the technology available. There 
isn't a lot of variety but the atmosphere 
the game provides enhances the plot no 
end. As a style of game we've seen it all 
before, but it is the best offering to date. 
The actors all do a very fine job and this 
really is a title you can use to show off 
your machine to its full potential. 
Learning to play the game takes hterally 
seconds and even then there is a help 
feature in case you get confused. 
Admittedly there isn't much you have to 


learn though. If you're looking for a new CD 
product then have a go with this one but 
don't expect to be kept too busy on the 
interactive front 
PAUL MCNALLY 

second opinian 

t must confess that I am somewhat 

J concerned by the amount of digitised 
footage and sound PC games are using 
nowadays. Most of the action in Dracula 
consists of FMV (Full Motion Video) and 
while it is of a very high quality I found it 
detracted from the game as a whole. 
Digitising real action instead of creating 


graphics and animation in my view 
smacks of laziness and a lack of effort on 
the designer's part. What's more, I find it 
very off-putting to hear Americans trying 
to imitate Cockneys and faihng miserably. 
Why on earth the designers couldn't have 
employed Englishmen for these parts is 
beyond me. The plot of Dracula is weak 
and there really isn't much interaction due 
to the preset sequences of FMV. I just hope 
that Dracula isn't an example of what the 
future holds for the PC because I for one 
will be very disappointed. Let's see some 
originality people. 


STEVE WHITE 


PCA SCORE 


78 % 


location will provide a new clip 
of film. Leaving a venue and 
returning will also generally 
bring up some new footage. The 
amount included really is 
phenomenal. 

All the actors In Dracula 
Unleashed do a fine job (except 
perhaps the news-stand man 
who again has a bit of a dodgy 
accent). Nobody comes across as 
being wooden and the 
atmosphere created by the 
game is something that actually 
has to be witnessed. Be wary of 
turning up the speakers too loud as 
there are several blood-curdling screams 
throughout the game which after a 
while could make the neighbours 
become a little bit worried. 

The beauty of games like these is that 


Frightened to 
death is the only 
way to describe 
this poor chap 
after a visit from 


sequences provide 
something to play for 
as there is always the 
thrill of seeing 
something new, which 
is why this is a popular 
system. You can't help 
thinking that this type of game will 
eventually become extinct as soon as 
somebody realises that they can do 
something else with the technology. 

Until that time this is a prime example of 
how good you can get. Admittedly there 
is a game in there but it just isn't exactly 
action-packed. 

Dracula Unleashed is much better than 
the Sherlock games. There can be no 
denying that. It won't take an eternity 
to complete it all but it is a good 
platform to show off your CD drive. 

Obviously a decent CD-Rom will 
improve performances. We tried it on 
both an old, clattered out one and also a 
spanking brand new multi-speed one. 
The only difference is there is a tiny 
glitch as the picture changes which is 
hardly noticeable. 


they are so easy to just pick up and play, 
and at the same time terribly simple to 
get well and truly involved in. As 
progression is made things obviously get 
more difficult. Forgetting to write 
something in the journal can prove 
costly as vital information can be missed 
out. Without adding to the journal new 
addresses cannot be reached and it is 
possible to spend ages totally lost 
without really knowing why. The reason 
could be as simple as not writing 
something down, but you'll never know. 


An alternative system that 

might have been better, would have 
been if everything was automatically 
entered. But this would have then 
brought up the problem that interaction 
would have been reduced to virtually 
zero. If there has to be any criticism 
about Dracula 
Unleashed then it 
would be that there 
isn't a tremendous 
amount to do and 
what there is is the 
same routine over and 
over again. The video 


A conversation 
goes on in the 
background while 
our hero looks on 
concerned 
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So many games are to-ing and fro-ing in the run up to the Christmas shopping spree 
that, unfortunately, it"s not always possible to give each and every new release the full 
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To date, beat'em- 
ups on the PC 
have barely 
induced ripples 
beyond the rim of 


A deas come relatively easy. Executing them 
^ is harder to achieve. And this is what Image 


1 Design, a fledgling development company 
backed by Mirage, has found out since 
striding forth with their five man project. 
Rise of the Robots stars, funnily enough, 
robots, six of them. It has taken about one 
month apiece to build each individual game 
participant, and then another month just spent 
animating it. A total of ninety frames of 
animation for each robot is not to be sneezed at 
and, indeed, it does demand much finicking and 
time consumption. 

Not surprising then is the fact that just over six 
months into the project proper, the numerous fighting 
skills and artificial intelligence of each individual robot 
have yet to be honed to perfection to give gameplay 


AUTOMATIO 


the bathtub. But 
now THE RISE 


UTONOIV 


OF THE ROBOTS 


stirring up its 


Far LEtt: And one and two and 
bend and stretch. Make that 
animation work Left: /K fighting 
sequence is modified Above: 
Sean Naden, the creator of the 
robots puts finishing touches 
to the Supervisor Right: Body 
building mags were scoured to 
get the cyborg's rippling 
muscles just fine and dandy 
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that real polish already suggested by the quality of 
the graphics. 

The Image Design crew, resident in the sleepy and 
undeniably quaint Cheshire town of Congleton, not a 
million miles away from the PC Action HQ in fact, first 
came together early in 1992. 

Sean Griffiths, ex Bitmap Brothers (the suggested 
Duran Duran of games designers in the '80s) took the 
decision to found his own company so as to proceed, 
unfettered, with his own creative inroads. And Mirage 
were the publishers he found to be the most receptive 
to the idea. 

Sean always was, and always will be, of 

the opinion that there is a definite niche for beat'em- 
ups on the home computer as he muses over his belief 
that the PC is more of a games machine than a serious 
applicational tool. 'People now want 
good arcadey games,' he proclaims, as 
pleased as punch that Body Blows, 
another fisticuffs of a game, has done 
so exceptionally well. 

'And before you start,' he adds 
'Rise of the Robots is not a wannabe 
Streetfighter II on the PC.' Admittedly 
it started as a game design for a 
beat'em-up at the time when 
Streetfighter 2 was coming out on the 
arcades and at a time when there was 
no really good fighting game on the 
home computer. 

Rendering, ray tracing technology 





had just surfaced and Sean 
thought that it would be a good 
idea to compound the two father 
figures of Idea with Technology. 

And what of the proposed result? 

A game that should lend much of 
its appeal from a dark and 
foreboding Bladerunner type 
scenario and extremely clever use 
of radical bespoke three 
dimensional modelling software. 

At the core of the game itself is 
the balance between ego and 
power. Redundancy is still 
spreading its germs in the future 
and all human managers from a 
production plant have been 
replaced with one state of the art 
automated supervisor. 

Unfortunately the 

supervisor, a woman, who seems 
to have been unsubconsciously modelled on Grace 
Jones, bar the thunder thighs, is infected with an ego 
virus and becomes dictatorial. The corporation decides 
it wants to regain control and so brings in a cyborg 
that can't be infected with the virus. The objective is to 
beat up all the other robots and it is the player who 
now controls this cyborg. 

You must wander through the corridors of the 
installation, starting at the bottom, symbolised by its 
grime ridden surroundings, and then progressing 
upwards to more plush locations. The higher you rise is 
dependent on how well you fight. The more proficient 
you become, the more difficult the hierarchical 
structure of the robotic society is to defeat. 


Above Left: Background colours add a 
lot of emphasis to the general 
futuristic tone of the game Above 
Centre: Sean Griffiths at work in the 
offices in Congleton 
Above Right: The Japanese warrior will 
be known henceforth as The Sentry 
Below: All that's left to do now is to 
animate the robot 



Behind this simple enough, even bordering on the 
predictable, plotline, an awful lot of image 
manipulation and preoccupation with three main 
areas of activity - the design of the robots, the interior 
design of the sets and the animation - has been the 
order of the day. 

Liks nisny OthBr British development 

companies, hitting back against the sheer muscle of 
their American cxontemporaries. Image Design 
believes that big teams don't automatically make a big 
product. 'It's the quality of the individuals within the 
team that matters,' says Sean Griffiths. 

Unlike other companies though. Image Design ► 


POINTLESS MAKING A GAME ABOUT ROBOTS IF^ 






























AUTOMATION 

AUTONOMY 




the film Terminator 2. The inspiration for the cyborg, 
ruled by you as the player, has been taken from 
RoboCop, even though it now looks more like the 
legendary Spider-Man. 


magazines to be able to emulate and shape the 
muscles of the robots with the finest accuracy. Well, 
that's what they say... 

Something akin to a CAD (computer aided design) 
package has been used to build the robots. Based on 
geometry, it's very powerful. For instance, you can 
create a cylinder for a variety of meshes, bend it, shape 
it, put light spots on it and a material/texture such as 
brickwork or marble. 

It takes about a month to learn how to use the 
package properly. 'You do get to learn what the 
finished product will look like in your mind's eye, even 
at this stage,' says Sean Naden, himself a beginner only 
months ago. 

Once a collection of spheres^ tubes and cylinders 
have been manipulated and a texture added to them. 


p- must be one of the first to negate the assumption 
that games design is an esoteric activity. Sean Naden, 
the robots' creator has no background in this industry. 
Neither has Kwan Lee, a former interior designer 
whose task is now to create the interior set designs for 
the game. 

Sean Naden's spec has been to design the robots 
themselves. Each one is significantly different and 
takes its body shape from the animal, human and 
object world. 'From a design point of view I wanted to 
be different,' says Naden. 

With this in mind you'll get to witness a Japanese 
style warrior robot, an ape referred to as The Builder, a 
fork life truck reincarnate, an insect known as The 
Crusher and even a terminator that actually undergoes 
the same morphing into metal sequence as the T-100 in 


All the robots will have 


different 

moves (an average of 16 each) and different means of 
attacking at their disposal. So too will they have their 
own strengths and weaknesses. The ape, for example, 
is very heavy and consequently very slow, yet makes up 
for this in sheer power and aggression. 

Movie magazines and the computer generated 
techniques used by film designers and producers when 
making such films as Jurassic Park and Terminator 2 
were essential reference material in the production of 
the robots, as was poring over body building 


Above: Gary Leach, PC programmer 
Left: My my, cigarette advertising 
sure has got a whole lot dirtier in 
the 21st century Right: The cyborg 
prepares to slug it out with The 
Crusher Below Left: The robot passes 
through one of the early locations 
Below Right: Early illustrations of 
how the game was to look 


> THEY ALL LOOK LIKE MEN AND JUST DO A LOA 
































then it's time to weld them together to form a robot 
configuration. When you've got to that stage with the 
robot built up, you then have to link ail the segments 
of its anatomy together. 


Each little bit moves independently. The real 
craftsmanship lies in linking all these parts together to 
make the creation move as a whole, and to move 
fluidly at that. 

This meshing technique was also used to design the 
computer generated dinosaurs in Jurassic Park. Just as 
the dinos are the main characters in the film, so too are 
the robots when it comes to their Rising. 

Side by side with the movie league and catching 
onto the very same special effects techniques, Sean 
Griffiths really does believe that 3D is the way forward. 
'It's almost like we're making a film, only we use 
synthetic actors.' 

Of course there are certain disadvantages when 
working in a 3D Studio. Although it's not as time 
consuming as, say, using a pixel artist, restrictions come 
in the shape of the PC itself. During the course of the 
design process the meshes became so complicated that 
the team fast found itself running out of RAM, and 
now need to use a PC with 64 meg of RAM purely for 
development purposes. 


Once the models have been crafted it's 

time to put in some backgrounds against which they 
can perfect their fighting skills. Enter Kwan Lee, an 
interior designer who just rang Sean up about the job 
following an advertisement in a magazine. 

Kwan really is in his element in this new job, the 
main advantage being that he now has complete 
freedom to design as he wishes. If he wants gold walls 
and marble floors, then who is there to come around 


with a slip of paper, tot up the 
expenses and give that dissaproving 
no? There are no costs to figure out 
and no lighting appliances to leave 
little holes for. 

Everyone has their own ideas on 
what the game should look like but 
Kwan has had unlimited freedom to 
produce a dark, foreboding 
environment within which the action 
can take place. 

He began by doing hand sketches 
to visualise the scenes properly but 
as he became more adept with the 
computer and gradually came to 
learn the tricks of the trade, he 
started to find it much easier to 
translate all his ideas straight onto 
the screen. 'I get input from 
experiences and buildings I've seen 
in the past and then I merge this with my personal 
style as an interior designer.' 

At the moment Rise of the Robots will come on ten 
high density disks and take around 40 meg of hard disk 
space. For the CD-Rom version the cinematics will be 
greatly enhanced, the idea being to design for the 
most powerful machine, squeeze it dry and then cut 
down for lesser machines such as the Amiga and 
console versions. 

Eschewing gameplay in favour of special effects is all 
too easy. At the end of the day, adding a few pretty 
pictures and fancy effects, while making it look 
infinitely more aesthetically pleasing, won't upgrade 
gameplay one iota. 

So, bearing all this in mind, the team are now 
putting all their energy into getting the collision 
detection and Artificial Intelligence of the robots just 
right. In no way do they want to fall into the trap of 
producing a wonderfully looking game that doesn't 
play at all well. 

SHARON GREAVES 
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KEEPING U 

APPEA 


President of 
Interplay Brian 
Fargo enthuses, 
'Stonekeep is by 
far the most 
ambitious project 
we've ever 
producei' How far 
will ambition go? 


Above: Preliminary 
sketches allow the 
graphic artist to 
visualise the finished 
product Left: Actors 
are filmed against a 
blue background 
before being 
superimposed onto the 
computer screen Below 
Left: A doom laden 
astmosphere is 
I essential to an RPG 
I such as Stonekeep 
p Below Right: Actors' 

% costumes are chosen 




a t a time when movies such as Terminator 2 and 
Jurassic Park are employing computer aided 
design with astonishing results, game 
designers are adopting movie techniques in 
the quest for making what is now known in 
computer game circles as 'interactive movies'. 
The merging of movies and computer¬ 
gaming is resulting in some exciting cross-over 
productions with astounding results taking place in 
both encampments. 

Revered software house. Interplay, has been at the 
leading-edge of game design for over a decade and 
now eagerly embraces this exciting juxtaposition of 
media. As the spectacular movie-game Stonekeep 
nears the end of production, due for launch in the 
new year, we look at what ten man years has 
produced and how this remarkable merger of movies 
and games has come about. 

Until the late '80s the movie industry ignored 
computer-aided design even after the success of Tron 
from Walt Disney. Instead, the tried and trusted, 
painstaking technique of frame-by-frame model 


‘THE AIM IS T 


animation was favoured. It was only when Terminator 
2 came along that the final barrier was actually 
smashed. In the following year we were treated to 
eight minutes of computer-aided design in 
Lawnmower Man, which demonstrated the power of 
CAD in movie-making. 

Recent advances in technology and a 

partnership with the film world has resulted in what 
would seem to have been an impossible juxtaposition a 
decade ago. It was Spielberg who opted for computer- 
aided animation as opposed to Harryhausen-style 
model animation while making Jurassic Park. 

Meanwhile, the computer-gaming industry has been 
keeping pace with the film industry, eager to make 
interactive movies a reality. The advances have been 
staggering. The results dramatic. Adventure and role- 











































Right. lhe inventory box on the right of the 
screen can be added to and the appropiate 


weapon selected when the time is right Far 
Right: In the studio the cameras start to roll as 
each individual actor makes his/her theatrical 


gestures, soon to be immortalised 


RANGES 


Above: f<n automapping feature will facilitate 
gameplay Lc//;The youngest actor in the crew plays 
the part of a fairy Far Le/f; Will this be the most 
realistic skeleton yet in a computer game? 


0 TRANSCEND TRADITIONAL LIMITS AND» 


playing design teams have been under great pressure 
to keep one step ahead of rivals and have found it 
necessary to lavish more and more time to claim just a 
bit more ground with every production. 

A decade ago simple text-based games tested the 
water and the response was phenomenal. Presentation 
progressed to static graphical screens, then interactive 
control introduced the first elements of role-playing. 

In the mid-eighties. Interplay, then a small design 
house, produced a game which was to change 
adventure-gaming for ever. Dungeon Master re-shaped 
the face of adventure role-playing. But more 
importantly, it achieved a quantum leap in the quest 
for interactive movies. 

Interplay's concept interactive movie project, 
inspired by Dungeon Master, is Stonekeep. The game 
made its spectacular debut at the '93 Consumer 


Electronics Show in Chicago. President of Interplay 
Brian Fargo enthuses, 'Stonekeep is by far the most 
ambitious project we've ever produced. Interplay is 
really going back to its roots in adventure role-playing 
after diversifying with titles like Battle Chess and Star 
Trek 25th Anniversary. 

'With Stonekeep, we decided to do a game that 
would really set our contemporaries on their ears. The 
first task was to equip the team with the most 
advanced technology and equipment available and 
work on the genre that we know best to recapture our 
rightful crown for good.' 

When The 7th Guest was showcased at the '92 CES, 
Interplay realised that this was not going to be a one 
horse race and the heat was on. Heading the Interplay 
team, Michael Quarles has this to say, 'We were 
working on the interactive movie angle and shot cans 



of film footage and employed blue screen 
cinematography to ensure the realism and impact of 
the visuals.' 

In accordance with this major step in interactive 
movies, the team has developed a simple control 
interface which presents amazing freedom. Quarles 
adds, 'We've designed a special auto-mapping feature 
so the player won't need a sheet of graph paper to 
map progress like in the old days. The whole aim is to 
immerse you in a truly interactive movie and to get the 
interface to work with you rather than you work for it 
all the time.' 

It's unusual that while the film industry is 

employing CAD for movies such as T2 and Jurassic Park, 
Interplay is shooting film for Stonekeep. Quaird 
recalled the first time the team used the technique, ► 







































Le//; Combat will be 
fought in real time so 
players need their wits 
about them even 
before enemies, more 
than one at a time, 
approach Below Left: 
The Interplay team take 
time out from their 
endeavours and relax ir 
the Californian 
sunshine. The skeleton 
has become part of the 
family Below: This is 
just one of a number of 
initial sketches of the 
fairy. A little girl has 
now brought the pen 
and ink drawina to life 


KEEPING UP 

APPEARANCES 


^ 'We shot some film for Flash Back in a public park, 
much to the amazement of passers by. The results were 
far better than we could have imagined and really 
accelerated production. We then developed the system 
further and employed the technique for Stonekeep... 
this time in the privacy of our courtyard. 

'We shot reams of footage of the skeleton in front of 
a big blue back drop. We had a real skeleton attached 
to the body of our art director dressed in blue who 
performed all the body animations that you see in the 
game today. 

'I often wonder whether the person whose skeleton 
we used would ever have guessed in their wildest 
dreams that... Anyway the people in the adjacent 
office were taking bets as to what we could possibly be 
getting up to.' 


The visual impact of Stonekeep is 

incredible. But as in the past, is this at the sacrifice of 
gameplay? 'No way,' says Quarles. 'We've got the 
people who worked on Dungeon Master and with our 
eye firmly fixed on the first true interactive movie, 
we've had meetings with the top talent in Hollywood 
scriptwriters who have been 
a great help in the 
construction of the story.' 

Stonekeep must have 
been an incredibly long and 
costly project. In the name 
of progress has this been 
worth it though? Quarles 


IMMERSE YOU IN AN INTERACTIVE MOVIE’ 



responds,'lt's taken a total 
of ten man years of a 
dedicated team of 
producers, designers, 
programmers and many 
professionals from the film 
industry to develop an 
interactive experience that 
will transcend the 
traditional limits of 
computer games... the 
results, I think everyone 
should wholeheartedly 
agree, really do speak for 
themselves.' 

Stonekeep's visual 
experience is as much a 


result of top Hollywood talent as the CAD technicians 
behind the game. Film footage of actors in costume in 
cinematic action add an incredible dimension to the 
visuals, while it's undeniable that the heart-pounding 
sound effects produce a very atmospheric game. 

To do the real-life characters justice the top graphic 
artists in conjunction with movie set designers have 
produced incredible 3D rendered dungeons and 
incidental characters bringing the whole scene to life 
and truly immersing the player in an interactive 
movie environment. 

From what has already been flaunted of the game, 
Stonekeep promises to be electrifying. Interplay's 
spectacular production typifies the power and 
potential of the movie and computer merger, leading 
the way to a new era in interactive entertainment. 
JASONSPILLER Wmumi 
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Cards 

• Parallel Interface 

• Graphics Resolution: 

300x300dpi 

• HP Deskjet Plus 
(PCL3-I-) Emulation 

• Low Running Costs - Replace RRP. £3^6 

Ink Cartridge Only VALUE: £.31% 

• Auto Sheet Feeder (70 Sheets) SAVING' £97 

• Includes Windows 3.1 Driver -tttt 

, • 2 Year Warranty 



Citizen Swift 240/240C - 24 pin - 80 column 
300cps SD (iscpi), 240 cps Draft, 80cps LQ 
8k Printer Buffer - 40K maximum 
9 LQ Fonts + 2 Scalable Fonts (8-40pts) 

Font Cartridge Slot - for plug in ‘style’ fonts 
Parallel Interface 

Graphics Resolution: 360 x 360dpi 
Epson. IBM. NEC P20 & CEL Emulations 
Quarter Printing Facility 
Auto Set Facility - Bi-directional l/F, 

Auto Emulation Detection 
Ultra Quiet Mode - 43dB(A) 

' Colour Printing Standard - Swift 240c, 
Colour Printing Optional - Swift 240 
' FREE Silica Printer Starter Kit 


SWIFT 240 MONO 

RRP. E339 

STARTER KIT . _m 
TOTAL VALUE: £388 
SAVING: £189 
SILICA PRICE: £199 


^199 

+VAT=£233.83-PRI 2560 


SWIFT 240C COLOUR 

RRP. £359 

STARTER KIT. _E49 
TOTAL VALUE: £408 
SAVING: £189 
SILICA PRICE: £219 



• Citizen Swift 90 - 9 pin - 80 column 

• 240cps SD (tOcpi) 192cps Draft. 48cps NLQ 

• 8K Printer Buffer 

• 6 Fonts Built-in 

• Parallel Intedace 

• Graphics Resolution: 240 x 216dpi 

• Epson and IBM Emulation 

• Auto Set Facility 

• Ultra Quiet Mode - 45dB(A) 

• Advanced Paper Handling 

• Colour Printing Standard - Swift 90c 
Colour Printing Optional ■ Swift 90 

• FREE Silica Printer Starter Kit 


SWIFT 90 MONO 

. £199 


STARTER KIT. 

TOTAL VALUE: £248 
SAVING £109 
SILICA PRICE: £139 


^9 

^ I +VAT=£163.33-PRI2290 


SWIFT 90C COLOUR 

RRP. £219 

STARTER KIT. _£49 
TOTAL VALUE: £268 
SAVING. £119 
SILICA PRICE: £149 


£149 

WAT=£175.08-PRI 2297 


• Citizen Swift 24x-24 pin -136 col 

• 192cps Draft, 64cps NLQ 

• 8K Printer Buffer + 4 Fonts 

• Parallel Interface 

• Graphics Resolution: 360 x 360dpi 

• Epson, IBM and NEC P6 Emulation 

• Colour Option Available 

• FREE Silica Printer Starter Kit 


SILICA STARTER KIT £49 
TOTAL VALUE: £538 
SAVING: £239 


£299 


SILICA PRICE: ^ UVAT=E351.33-PRI2574 



• Citizen PN48 Notebook Printer 

• Non-impact Printing on Plain Paper 

• 53cps LQ - 4K Buffer + 2 Fonts 

• Rear and Bottom Paper Loading 

• Parallel Interface 

• Graphics Res: 360 x 360dpi 

• Epson, IBM, NECP6 & Citizen Emulation 

• Power: Mains, Battery or Car Adaptor 


RRP. . £325 

TOTAL VALUE: £325 
SAVING: £126 
SILICA PRICE: £199 


£199 

tVAT=£233.83-PRI 2100 



SVUC^q 



SILICA OFFER YOU 


Before you decide when to buy 
your new printer, we suggest you 
,, think very carefully about WHERE 

^ ' you buy it. Consider what it will be 

® months after you have 
* made your purchase, when you may 
require additional peripherals and accessories, or help 
and advice. And, will the company you buy from contact 
you with details of new products? At Silica, we ensure 
that you will have nothing to worry about. With our 
unrivalled experience and expertise, we can meet our 
customers’ requirements with an understanding which is 
second to none Complete and return the coupon now 
for our latest FREE literature and begin to experience 
the “Silica Service” 

• FREE OVERNIGHT DELIVERY: 

On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: 

A team of technical experts will be at your service. 

PRICE MATCH: 

We match competitors on a “Same product - Same price” basis. 

• ESTABLISHED 15 YEARS: 

We have a proven track record in professional computer sales. 

• PART OF A £50M COMPANY (with over 200 staff): 
We are solid, reliable and profitable. 

• BUSINESS + EDUCATION + GOVERNMENT: 

Volume discounts are available. Tel: 081-308 0888. 


• SHOWROOMS: 

We have demonstration and training facilities at all our stores. 

• THE FULL STOCK RANGE: 

All of your requirements are available from one supplier. 

• FREE CATALOGUES: 

Will be mailed to you with special otters and full details of 
hardware, peripherals and software. 

• PAYMENT: 

We accept most major credit cards, cash, cheque or monthly 
terms >APR 29 , 8 % - written quotes on request). 





MAIL ORDER: 

Order Lines Open: Mon-Sat 9.00am-6.00pm 


1-4 The Mews. Hatherley Rd, Sidcup, Kent DA14 4DX Tel: 081-309 1111 

i-6.00pm No Late Night Opening 


Fax No: 081-308 0608 


LONDON SHOP: 

Opening Hours: Mon-Sat 9.30am-6.00pm 


52 Tottenham Court Road, London, W1P OBA Tel: 071-580 4000 

No Late Night Opening Fax No: 071-323 4737 


LONDON SHOP: Selfridges (BasementArena), Oxford street, London. W1A 1AB Tel: 071-629 1234 

Opening Hours Mon-Sat 9.30am-7.00pm_ Late Night Thursday - 8pm Extension: 3914 


SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, Sidcup. Kent, DA14 4DX Tel: 081-302 8811 

Opening Hours: Mon-Sat 9.00am-5.30pm_ Late Night Friday - 7pm Fax No; 081-309 0017 


ESSEX SHOP: Keddies (2nd Floor), High Street, Southend-on-Sea, Essex, SSI 1LA Tel: 0702 468039 

Opening Hours: Mon-Fri 9.30am-5.30pm (Sal 9.00am-6.00pm)Late Night. Thursday - 7pm Fax No: 0702 468039 


IPSWICH SHOP: Debenhams ( 2 nd Floor), Waterloo House, Westgate St, Ipswich, IP1 3EH Tel: 0473 221313 

Opening Hours: Mon-Fri 9.30am-5.30pm (Sat 9.00am-6 00pm)Late Night Thursday - 9pm Fax No. 0473 287762 ^ 


To: Silica, PCACT-1293-55, 1-4 The Mews, Hatherley Rd. Sidcup. Kent. DAI4 4DX 


PLEASE SEND A BROCHURE ON THE CITIZEN RANGE 




Mr/Mrs/Miss/Ms:. Initials:. Surname: 

Company Name (if applicable): . 

Address: . 


. Postcode: . 

I Tel (Home):. Tel (Work): . 

I W hich c omput e r(s), i f any, d o you own?.55 W j 

E&OE - Advertised prices and specifications may change - Please return the coupon for the latest information. 






























































































































































































A REVOLUTION 

IN THE MAKING 





Radar detects a 
JAHMIHG signal, sirt 





While adventures 
aspire to new heights, 
Beneath a Steel Shy is 
just the place where 
Revolution hope to 
make their mark 
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Above Left: Front end graphics set the tone of 
the whole game as you're propelled into the 
'Virtual Theatre' world Above Inset: Ihe 
introductory game manual will come in the 
form of an eight page graphic novel 
designed by Dave Gibbons, author of the 
acclaimed Watchmen comic Above Right:lhe 
introductory sequence, with its comic 
overtones, sets the scene Le//;The game 
itself will comprise of six main sections, 
each with their own logical rather than 
lateral puzzles Right: You assume the role of 
Robert Foster who, unfortunately, has a 
habit of dying from time to time 



h ull. Dull monosyllabic Hull. The name 

lends itself more to monotony than to a 
place synonymous with talent and 
innovation. Yet it is here that 
burgeoning development house. 
Revolution Software, nestles its team, 
tucked up in factory-like offices in Hull's 
main street under the dark shadow of the 
Humber Bridge. 


‘NOW THE FIEL 


Revolution have something to be proud of, not least 
of which is an overpowering commitment to be ahead 
of the competition, which comes in the shape of their 
all powerful state-side cousins - LucasArts, Westwood 
and Sierra On-Line. 

At the moment the team is embroiled in a project 
which must, and will, compete with what has emerged 
as the most prolific and competitive computer gaming 
niche - the graphic adventure. 

TTib small team is led by project manager 
Charles Cecil. A stalwart of game design, he has 
already notched up one groundbreaking adventure - 
Lure of the Temptress. Two years on and Charles and 
Co are now putting the aesthetic touches to Beneath a 
Steel Sky, due for a provisional release next February 
under the Virgin banner. 

This is a small, hard working team. The only demand 
it has is to be compared with the biggest and the best 
in this industry. Competition is getting tougher, but 
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Lett: Intensity of detail 
is second to none Above 
Left: An explosion 
signifies the air crash 
Above Right: The 
protagonist moves 
between locations Far 
i?j^fi/;The graphic novel 
ensures that learning 
about the game isn't 
tedious Right: Interior 
locations are lavish 


HAS OPENED, if S ALL DOWN TO GAME DESIGN’ 



even the title of the game is irresistible, brooding, 
menacing and powerful. Although Lure of the 
Temptress has been praised for its intensity and detail, 
B.A.S.S Is slated to be immeasurably better. 

Charles is adamant in his convictions. 'Primarily our 
competition is in the States. Where, say, a design house 
will have 300 personnel, we have a team of 11 which 
makes the whole production far more intensive and 
personal. We realise the challenge is tough, but our 
conviction and our belief in the game more than 
compensates for that.' 

Beneath A Steel Sky is an archetypal future story. 

The government has broken down and, with it, the 
fabric of civilization. Action revolves around Robert 
Foster who, since his rescue from an air crash in which 
his mother was killed, has lived in a pseudo-village on 
the edge of the city. 

The governors of the village know that 

one day representatives from the city will come for the 
boy but nobody knows why. When the time does 
arrive Foster is forced to give himself up to save the 
village. But no sooner are he and his trusty robot taken 
away, than the village is torched. 

During the journey, Foster learns that the city is 
controlled by a massive computer called LINC. Luckily 
for him he, yet again, survives another crash in his craft 
and, stealing into the inner reaches of the city his 
attention is directed at how to infiltrate LINC. 

Best described as a 'Cyberpunk epic' this on going 
project has been quick to draw on many visual ideas 
and theatrical concepts. 'Our main aim', continues 


Charles, 'is to take the visual impact of the game a step 
further. This industry is still in its infancy and we still 
have a lot to learn from movies and comic books with 
regard to camera angles, shades and perspectives.' 

It therefore goes without saying that anything to 
add a greater dimension and visual impact to games is 
not to be sneezed at. 

To this effect Revolution have recruited Dave 
Gibbons, the Robert Redford of the comic book world 
and the man who engineered the critically acclaimed 
Watchmen graphic novel, to aid its cause. His 
involvement has proven to be invaluable. 

Gibbons' distinctive artistic style has 

been inspirational in setting the atmosphere of the 
game. Once the artwork is completed, it's videoed and 
digitised and therefore still retains that attention to 
detail and perspective that is so important nowadays. 
Then the sprites are placed and the interactive side of 
things can be worked on. 

Just as in Lure of the Temptress, Revolution is 
making full use of its ground breaking adventure 
engine, dubbed 'Virtual Theatre'. Put simply, the 
'Virtual Theatre' maintains a real world with 
everything going on simultaneously. 

If you walk out of a room the characters won't just 
stop what they're doing but will continue with the 
task in hand. You can even watch them through 
peepholes if you don't believe this. 

At any one time the engine can be handling 
hundreds of individuals and their actions to keep the 
gaming screen buzzing with activity. Very early on it 



Right: [From left 
to right) Dave 
Cummins, the 
author of 
Beneath a 
Steel Sky, | 
Charles Cecil, 


manager at 
Revolution 
Software 
based in Hull ^ 
and Dave 
Gibbons, S 
graphic artist, 
responsible 
for the visuals 


became clear that Steel Sky was going to be massive. 

If you were to take Lure of the Temptress and then, 
not just double it, but make it a massive five times 
bigger, then you'd start to grasp the sheer size of 
the adventure. 

Due to undying commitment. Revolution are 
pushing their way to the leading edge, determined to 
put the UK on the map in terms of adventure design 
for the PC. Cecil concludes, 'The Americans have 
always had better technology and machines to work 
with. Until, a few years ago, our market was primarily 
tape based 8 bit. Funnily enough this technological 
inferiority has been to our advantage. Now the field is 
open, it's all going to be down to sheer game design. 
Being a British development house at the moment is 
very exciting.' 

JASONSPILLER immUtFA 
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WIN AN EXTERNAL 
MULTIMEDIA UPGRADE KIT 


with a Pro Audio Spectrum 16 sound card 



nica, together with PC Action are 
happy to offer our readers the 
chance of winning one of their 
superb external multimedia 
upgrade kits that's worth £549.00. 
It contains these state of the arts 


The beauty about the PC is that it can be 
upgraded. Multimedia is the ongoing trend... 


products: Pro Audio Spectrum 16 Sound 
Card, an NEC CDR84/74 Double-speed SCSI 
multi-session CD-Rom drive, 7th Guest, 
Grolier Encyclopedia, Walkthrough and 
Flybys, Kodak Photo-CD Access, microphone 
and mains powered speakers. 

Unica are one of the leading distributors and 
suppliers of CD-Rom products in Europe and 
have a catalogue of over 600 titles. They also 
have the largest range of associated hardware 
and peripherals within the multimedia arena. 
Each month their product range expands by at 
least 60 new lines and because of their three 
year expertise within the industry they are able 
to provide the most cost effective and up to date 
complete solution for any person wishing to 
enter into CD-Rom. 

Very shortly Unica will be announcing their 
own CD publishing label that will be launching a 
range of titles to cover many topics at prices to 
suit all size of pockets. 

To win this fantastic prize of Unicas's 
multimedia upgrade kit all you have to do is 
answer these three extremely easy questions: 


1. Unica is a Spanish word. What is the English 
meaning? 


2. Which is Unica's best selling CD-Rom game? 


3. Which three features do you think are the 
most important attributes in a multimedia 
upgrade kit? 


Name: 

Address: 


Postcode: 


Age: 


Send this entry form to: Unica Competition, PC Action, 
Europa House, Adlington Park, Macclesfield, SK10 4NP. 

All entries should reach us no later thah December 25. 
Employees of Europress may not enter this competition. 
Neither can their families. The editor's decision is final and 
no correspondence can be entered into. 
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ACK SO SOON? AH WELL, I SUPP 
IS NO POINT IN DELAYING THE I 
LET’S GET ON WITH THINGS. 




Can it be that four weeks have passed already 
since our last meeting? Surely not I thought, but 
it is difficult to tell these days. Time has so little 
meaning to me now, and I often find myself 
losing the odd week or two here and there. I 
suppose it is of little importance really, although I 
must admit that I sometimes wonder if I am 
beginning to lose my mind. 

Do not scoff at my misfortune though. Old age 
comes to us all eventually, and before you know 
it you may find yourself in the same predicament. 
Let us see who is laughing then. 

The past month has certainly been a good one 
as far as the PC is concerned. On top of the launch 
of PC Action, we have seen the arrival of many 
titles which are destined to become classics. The 
text based adventure has witnessed a resurgence 
of late, and about time too. These graphic 
adventures are all well and good, but if you ask 
me they never quite manage to generate nearly 


as much atmosphere as a screen full of narrative. 
Software houses that strive to create that 
ultimate taking part in a film experience could do 
a lot worse than to take a leaf out of Legend's 
book. Their latest games, Homeworld and Eric the 
Unready have gripped me most of late and 
therefore receive my heartiest recommendations. 

This multimedia business has also recently 
exploded. Day of the Tentacle, Kings Quest VI and 
various others have all received a CD upgrade. All 
this generally entails, is the addition of large 
amounts of speech replacing the text that usually 
appears on the screen. It may not be much, and 
certainly isn't worth a purchase if you already 
own the disk version, but if you don't, the whole 
experience is enhanced tenfold. 

Another CD that caught my eye was Return to 
Zork by those classic adventurers, Infocom. Way 
back in the old eight bit days Infocom reigned 
supreme with a mix of comedy and adventure 


'Y^UET'DKr that included the now 
I legendary Zork trilogy. 

that had its fans, myself 

EVITABLE. included literally gagging 

for more. These were re- 
released a few months 
ago in compilation form 
with something like 20 games in a box, and are 
well worth searching out if you want true value 
for money. And don't forget of course, if you 
get stuck you could always drop me a line, I 
may just consider helping you out. 

Do you see what I mean about forgetting 
things? There I was talking about Return to Zork 
when all of a sudden, without warning I lurched 
off onto another subject for no apparent 
reason. I really must do something about this. 
Perhaps I should see a doctor. Hmmm, I wonder. 

Anyway, where was I? Oh yes. Return to Zork, 
that was it. Well, I haven't seen the disk version, 
and I am told there is one, so I cannot testify as 
to whether there are any differences or not, but 
this is one of the most stunning looking games I 
have ever seen. Computer generated sprites 
have been unceremoniously dumped in the bin 
in favour of full motion video characters. The 
effect is stunning, with the game looking ► 




► nothing short of feature film quality, but 
the best and most important part is, it's 
playable too. Amazing stuff. 

One last thing while we are on the 
multimedia subject. The 7th Guest. This has 
been hyped to death by everyone, but to be 
honest. I'm not too sure. I'll admit, the 
presentation is stunning, and the whole thing 
is genuinely scary, but strip all of that away 
and you are left with a series of mental 
puzzles loosely strung together, not too 
dissimilar to Sierra's Dr. Brain games. There is 
nothing wrong with that in itself, but the 
asking price is way too high if you ask me. 

This month also saw the release of what is 
destined to revive a computer game legend. 
Frontier - Elite II, and this isn't on CD. Coming 
on a mere two floppy disks Frontier is a 
staggering achievement. I won't profess an 
opinion on this yet, as I haven't looked at it 
enough to do so, but if as they say the first 
impression is the most important one, then 
this game is certainly going to be in a league 
of its own. 

One thing I have noticed from my short 
time playing the game is that it is 
exceptionally difficult to get the hang of. 
Don't worry though, I shall be putting in 
some serious time getting to grips with it and 
I am expecting a ton of questions from 
frustrated gamesplayers. As always, I will 
answer them if I can, which of course I 
undoubtedly will. 

For now, the only advice I can give you on it 
is to take the time and thoroughly read the 
manuals. If you don't you will be hopelessly 
lost when it comes to playing the thing, and 
to be honest you will be missing out on an 
experience that is not to be overlooked. Also, 
you should keep the main manual nearby 
when you begin to play, as believe me, at 
first you will be constantly referring back to 
its pages. 

We really must press on, as both time and 
space are short and there is a sackful of 
letters waiting to be answered. One thing you 
must remember though. The Surgery is not 
only open to people with queries about 
roleplaying games and graphic adventures. It 
is also there for people who are finding it a 
struggle on any game under the sun, be it 
Falcon or Flashback, Privateer or Pushover. 
Simply send in your letters and I will 
endeavour to set you straight to the best of 
my ability. If I can be bothered that is, but as 
you know I am very accommodating . 




OW, THE TIME HAS COME ONCE MORE TO 
THROW OPEN THE WAITING ROOM DOORS, 
AND ALLOW ENTRY TO ALL THOSE 
REQUIRING MY HELP. 


I know 111 is is really ancient, but I 

am stuck. The game in question is Police Quest 
from Sierra. No not Police Quest three, or two for 
that matter, but the original. Yes, that's right, the 
one with the stick men for main characters. 

My problem is this. Seeing as the game is so 
old, and pre Lucasfilm interface days, this game 
requires you to type in instructions for Sonny 
Bonds to follow. I have no problem with this, and 
quite like a good text adventure when it comes 
down to it, but I have been struggling at this for 
months and my patience is at an end. 

I have gone to see Sweet Cheeks Marie in jail 
and know that I require her assistance with the 
hotel operation, but simply cannot get her to help 
me no matter what I say. I think I may just be 
missing the correct phrase, but cannot for the life 
of me come up with the right one. Help! 

Simon Jefferies, 

Essex. 

How can I resist such a despairing cry for help? 
Quite easily in fact Next letter please. No, just 
kidding. I will help you out as this is one of my all 
time favourite games. For a while there I thought 
you meant the awful upgraded version which 
made use of the SCI, but took out all of the games 
appealing elements, now I see that you don't 
You really will kick yourself when I tell you the 
answer to your problem, but take solace in the 
fact that this exact same problem had even me 
stumped. Only for a moment though I might add. 

All you have to do is type in "say to Sweet 
Cheeks help with hotel", and believe me, she will 
be most forthcoming. 

Ilaviiijjr evfMitiiall.y 
Indiana Jones and the Last Crusade I thought it 
was time to upgrade to the latest epic Fate of 
Atlantis. I feel I have progressed reasonably well 
but have now reached what can be best described 
as a grinding halt. 

I am in Monte Carlo, in the hotel room with 
Monsieur Trottier, but cannot find a way to get 
the stone he has. Sophia has tried her medium act 
but to no avail. What am I doing wrong? 

Philip Wright, 

Glasgow. 


There are two possible solutions to your problem, 
as indeed there are to many of the puzzles in this 
particular game. To solve this you first need to 
have studied the Lost Dialogue of Plato. You 
should take particular note of what the god 
machine was used for, what Plato's main error 
was and where the city was said to be based. You 
will need this knowledge to answer the 
Frenchman's questions. 

Also, during your initial conversation outside 
you should take note of why he is taking a walk, 
why he fancies a spirit reading and so on. 

You will still have to rely on luck to guess the 
answer to his last question, but all you need to do 
is save the game and try all the possibilities, 
reloading if you are incorrect. 

If you can't get it this way you will need to try 
Indy's method. It goes like this. Pick up the 
ancient mask from the shop in Algiers and then 
when Sophia starts up her routine with Trottier, 
open the cabinet and get the torch, open the 
fusebox and use the circuit breaker. Then pick up 
the bedsheet and use it with the mask and the 
torch and watch what happens. When Trottier has 
left you should then be able to find the sunstone, 
not to mention a none too pleasant brown stain 
on the chair! 

I iiof ireil that last nioiilli you 

helped someone out with a ridiculously simple 
problem from Star Trek:25th Anniversary. Well, I 
am also stuck on this particular game, but quite a 
way further on, so I don't know if you will be able 
to help or not. I can but try. 

The episode in question is entitled The 
Feathered Serpent and is in my opinion very 
difficult indeed. I have done quite well so far, and 
feel that I must be nearing the end, but I have 
reached a point now where I simply cannot work 
out what on earth I am supposed to do. Let me 
just enlighten you a little bit on exactly where my 
problem lies. 

Uhura has just explained something about 
codes that she had found out, and I, as Kirk 
ordered her to transmit both codes down at the 
same time. At this point we were inexplicably 
transported into a strange chamber where I have 
absolutely no idea of what to attempt next. I 
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hope you can help, but will understand if you 
have not played the game through to this point. 
Danny Reger, 

Birmingham. 

/ am truly speechless. Well, obviously not 
completely or else I wouldn't be able to write this 
and all you would be seeing was a blank space at 
this point, but rest assured, I am as close to being 
lost for words as I am ever likely to get. Such 
impudence astounds me. 

For your information, I have progressed this far, 
and quite a way further I'll have you know. 

I am willing to concede though that this 
particular game is trickier than most. However, 
that really is no excuse. I will not hold it against 
you this time though, and you will be glad to 
know, I will still put you out of your misery. 

The answer is this. Within the chamber you will 
see a glowing sphere, several large gems and 
some kind of console. At this point you should 
speak to Spock (try saying that after a heavy 
night). It is a good idea to always speak to the 
large eared one when you get stuck in this game 
as he more often than not has some pearl of 
wisdom to offer. 

Follow his advice and insert the three green 
gems. Enter the yellow beam that appears and 
relate the mission to the strange entity that 
emerges. This being is immensely powerful and 
will beam in Admiral Kenko and sentence him to 
death. At this point you should intervene and 
make a deal for the release of Quetzecoatl. 

I am l‘i mli I ■ If' difficult, although very 

enjoyable in that cool game. The Adventures of 
Willy Beamish from Dynamix. My question is this. 
How do I get into the sludgeworks? 

Simon Chadwick, 

Manchester. 

To get into the sludgeworks you will need two 
items, namely the magazine from the bar in West 
Frumpton and the security card from the 
office at the plumber's union. To get the card, go 
to the union, open the window and climb. Once 
you are inside, quickly take the security card from 
the desk. When Louis comes in throw the plunger 



The ultima Underworld 
series certainly seems 
to be causing some 
serious problems for 
our readers. 


onto the floor and leap out of the window. Now 
you should go to Willy's jet ski and get the radio. 
Take the radio to the plumber's union and go into 
the telephone box. Put the box on the ledge and 
press the record button, then phone 432 7446 to 
record the horoscopes. Stop the tape, phone the 
Golden Bowl number and then play the tape. 

Go to the bar and Ray will be on the phone, 
allowing you to go in unaccompanied. Give the 
man behind the bar your lottery ticket and take 
the magazine from the bar. Next go to the 
sludgeworks and give the magazine to the group 
of men. Then go to the booth and give the 
security guard the pass and he will let you in. 

What could be simpler than that? 

I t OlllllH t help that in last 

month's Surgery you provided assistance to 
someone who was having a problem or two with 
Ultima Underworld 2 - Labyrinth of Worlds. I also 
own that game and found your advice most 
useful to help me make progress. 

For this reason I felt that it was worth writing 
to you in the hope of some help as far as the 
original Ultima Underworld game goes. My 
problems began and ended as soon as I 
encountered level four. My progress was cut off 
in no uncertain terms and I was put off from 
trying again by the release of the sequel. 

Hopefully you will be able to rekindle my 
interest in this excellent game by providing the 
solution to my problems. 

Alex Trotter, 

Hull. 

I always say that a bit of courtesy goes a long 
way, and seeing as you wrote such a nice letter I 
feel the urge to provide you with a 
comprehensive guide to the tricky level four. I 
don't get this kind of mood very often, so don't 
expect it every month. 

Level four is particularly hectic, with many sub 
quests, puzzles and some very tough fights. The 
first thing you need to remember is not to treat 
every creature you encounter as being hostile. 

The only way to really tell is to look at the 
character in question. If it is an enemy it will more 
than likely attack, if not, it may have some vital 


If you are struggling 
on Ultima Underworld 
- The Stygian Abyss, 
then look elsewhere in 
this section for some 
exceptionally 
comprehensive tips 
and advice. 


information that could led to your success. 

In a combat situation look at the colour of 
your opponents' eyes. If they are red then 
you definitely have the upper hand. 

Another handy tip which is more common 
sense really, and applies to the game in 
general rather than Just this particular 
level, is too make good use of the high and 
low attack options. I mean, you simply 
wouldn't throw a high shot at a rat, unless 
you are particularly stupid that is. 

Most of the creatures on this level are 
extremely stupid, and not particularly 
strategically minded when it comes to 
combat. If you come across a group of 
monsters then a good tactic is to get into a 
narrow corridor. This means that the ones 
in front may well get damaged from those 
trapped at the back, eager to get a piece of 
the action, as well as your blows. 

It is said, although I personally have 
never managed it that you can push your 
enemies off cliffs and into lava flows, and 
even jump up to avoid low attacks. So if 
you are feeling particularly brave, these 
tactics may well be worth a shot. 

Another handy tip is to attack from 
behind. It may be a touch ungentlemanly, 
but not only do you have the element of 
surprise, but also you can cause massive 
injuries to boot. 

The main inhabitants of level four are the 
so called Knights of the Order of the Crux. 
These are to be found in the southwestern 
corner of the level and you should seek out 
their leader who goes by the strange name 
of Doma Ironfist. Becoming a member of 
this organisation is the only way to make 
real progress. To gain admittance you will 
be forced to undertake several quests and 
tests to prove your manhood so to speak. 

You should speak at length to each of the 
guards as many of them will have 
something of use to you. Derek is keen on 
jewellery and therefore a gift from level 
two will be greatly appreciated and gain 
you another Talisman. 

This level also contains many puzzles, ► 











Frontier - Elite il is all set to 
cause a major storm among 
the PC fraternity. It 
certainly is a bit on the 
tricky side though. 


health, weapons and points. There are plenty of 
other combination, but I'm not going to give them 
to you that easily. I'm sure you can experiment 
for yourself. 

I a m nirreiltly playing Leisure Suit Larry 
from Sierra, and to my shame have become more 
than a little stuck. I am on the cruise ship, but 
every single time I try to leave, something nasty 
or horrible happens to me. Can you help? 

Robert Linden, 

Bristol. 

There is no shame in admitting that you are stuck. 
Everyone may laugh at you, and if that happens 
then OK, you should be ashamed, but if you get 
away with it, who cares? 

What is it with these ancient Sierra games this 
month. Everyone seems to be playing them. Is 
someone selling them off cheap? If they are, why 
wasn't / informed? No one ever tells me anything. 

I have to find it out for myself, but if ever anyone 
wants to know something then who do they come 
to? Me, that's who, and it's simply not fair. 

Hmm, sorry about that. I'm not usually the type 
to sulk. As for your problem, I certainly can help 
you. To get off the cruise liner you must employ 
the following method. You need the big, old drink 
from the shop in town, some sun tan lotion from 
the chemist in town, and the wig from the 
hairdresser on the ship. 

You will also need to go into mama's cabin 
when she isn't there and get a sewing kit from 
the nightstand. You can do this by going in by 
your door the first time and then walking out 
when you can. Then go back to your room, close 
the door, open it again and mama not be there. 

You now have everything you need to get off 
the liner without getting burnt. I'm not going to 
tell you what to do with it though, you will just 
have to work it out on your own. 

I have jlisl Freddy Pharkas 

Frontier Pharmacist and am having difficulty 
getting started. I am not usually too bad when it 


comes to this type of game, but this one really 
does have me stumped. I would be most grateful 
for any help supplied. 

Judy Elliot, 

Reading. 

When you say you would be most grateful, in 
what way do you mean? I am always open to 
receiving gifts in return for my advice, although 
sadly I cannot accept cheques. Anything you feel 
appropriate though and I assure you I would not 
throw it back in your face. 

This is yet another Sierra game. They must be 
having themselves a very merry Christmas on the 
profits. I'm not quite sure what you want in the 
way of assistance, so I will talk you through Act 
One to get you started. 

First, go into the saloon and take the whisky 
glass. Go to Mom's cafe and take the can. Co 
behind the saloon and take the elixir and the ice 
pick. Enter the pharmacy and unlock the door. Slip 
behind the counter and grab Penelope's 
prescription. Enter the lab and put 40ml of 
pepticlymacine tetrazole in a graduated cylinder. 
Pour in the medicine bottle and cork. Give this to 
Penelope. Making Mom's prescription is much 
harder. Put 15ml of Bismuth Enterosalicyline in a 
beaker then add 30g of Phendol Oxtriglychlorate. 
Put this in a beaker, stir and then pop in a 
medicine bottle and cork. Give it to Mom and 
Madame Ovaree will come (A! Lowe's words, not 
mine I assure you). 

To read it you must use the whisky glass. To 
make it, you must grind ISg of Metyraphosphate 
in a mortar. Put six medicine papers out and place 
5g on each. Give this to Madame Ovaree. Give the 
Prep G which is found on the table to Smithie. 

You will have now completed the first act and 
can move swiftly on to act two of this partiularly 
enjoyable and amusing title. Hopefully that will 
be enough to enable you to get started, and you 
should have gained sufficient knowledge to allow 
you to progress unaided. If it hasn't and you 
can't, there is little I can do to help your 
particularly sad case. 


And on that note, I think we shall call it a 
®ay for this month. It amazes me how quickly 

I TIRE OF YOUR FEEBLE PATHETIC QUESTIONS. 

Thankfully i have four weeks to build up my 

ENTHUSIASM ONCE MORE, ONLY TO HAVE IT 
KNOCKED OUT OF ME AGAIN NO DOUBT. 

The Surgery, pc Action, Europa House, 
Adlington Park, Macclesfield SKIO 4NP. 


Freddy Pharkas 
Frontier Pharmacist is 
packed with authentic 
Wild West settings, 
such as the saloon. 




► including the Bullfrog, the maze of Silas 
and the door of levers. I am not going to 
tell you how to solve all of these, after all 
you should do something yourself. What I 
will say though is this, speak to Feznor as 
he will be able to give you some useful 
information on all of these, and be 
especially careful on the Bullfrog puzzle. 
You only get a couple of attempts before it 
jams. If this happens you can always use 
the wand to reset the whole thing. 

Someone called Sethar can make you a 
very useful item, but not for a price. Speak 
to Lanugo the Goblin and he will provide 
you with what you need. 

To get to the puzzles mentioned above 
you must first dispose of the Chaos Knight. 
This is a very evenly matched battle that 
you will have to win by yourself. To make 
things a little easier, get rid of the crowd 
before you begin. 

This really should be enough to get you 
through this level, and hopefully you will 
come out of the other side far more 
experienced, and generally better for it. 

I don't quite know what happened there. 

I must have had a rush of blood or 
something. Whatever you do, don't get the 
wrong impression of me, I don't really like 
helping people at all. In fact I'm a rather 
crotchety old man. 


I am riirri^iii ly iMijmrosNtMl in 

Wolfenstein 3D, the excellent shareware 
epic from Apogee. However, as you may 
have guessed simply by the fact that I am 
writing to you, I need some help. I don't 
normally go in for this kind of thing, I'm 
more of a strategy/adventure person 
myself, so therefore I find that I am 
horrendously bad at it. Are there any 
general hints you can give me? 

Jim Roland, 

London. 


This one had me scratching my head I must 
admit. Tips for an all out shoot em~up 
frenzy like this one. Impossible I thought. 

So I decided that rather than ignore you 
completely, I would do something that is 
against my better nature, and print a cheat 
mode. I hope this is something I never have 
to do again, because quite frankly, I feel 
dirty and used right now. 

To load the game, instead of typing 
"wolf3d" as normal, type in "wolf3d - next" 
from the DOS prompt. Now pressing TAB 
and E will automatically complete the level 
for you. Also, TAB and I will increase your 
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As the battle for the 
skies hots up, US based 
flight simulation 
experts Dynamix 
believe there can be 
only one victor... 


ynamix's first computer game was an 
adventure called Stellar 7 originally 
released for the Apple way back in 1983. 
Since those humble beginnings the 
company has considerably increased in 
size following success after success. But 
where Dynamix have really shown their 
prowess is in the flight simulation market - 
probably the most lucrative and rewarding 
genre in the PC world. 

But where most companies have relied solely 
on graphics and sound, Dynamix have always 
fully concentrated on gameplay and realism, 
considering all factors that make a good sim 


and combining them equally. It was Damon 
Slye who co-founded the company and 
developed their revolutionary BSpace 
technology which has served as the backbone 
to Dynamix's Great War Planes series which 
begun with Red Baron. 

Since Red Baron, Dynamix have released 
Aces of the Pacific and are just putting the 
finishing touches to Aces over Europe and Aces 
of the Deep. From the early days of Stellar 7 
the company has grown, now employing 
approximately 140 people. 

One of Dynamix's commitments to good 
quality software is employing a well-balanced ► 


















Right: Aces of the 
Deep manages to 
simulate the wartime 
exploits of submariners 
perfectly 
Far Right: Dynamix's 
Aces of the Pacific 
features the dynamic 
3Space development 
system pioneered by 
Damon Slye 
Below: Aces of the 
Deep includes the same 
ingredients that have 
made Aces of the 
Pacific, Aces over 
Europe and Red Baron 
such incredible 


► team on each project. A project such as Red 
baron would have about 12 people directly 
working on it and this would include 
programmers, graphic artists, musicians and 
researchers. 

One element of their games that cannot be 
missed, is the wealth of historical data that is 
supplied and emulated. Collating such a mass 
of information is no easy task. 

'For Red Baron, Aces of the Pacific and Aces 
over Europe we used as much primary 
historical material as possible. Primary material 
can be defined as anything eyewitnesses 
reported at the time. This could include 
archived after action reports, memoirs or 
interviews with aviators - for both Aces games 
we used all three sources. 

'To get a good grounding in the historical 
details of campaigns, the location of airfields, 
deployment of squadrons etc, we used as many 
high-quality, secondary sources as we could 
find (normally historical books written after 
the event). The full bibliography for Aces of 
the Pacific and Aces over Europe probably runs 
close to 500 titles, and that figure does not 
include the archival material we received from 
the National Archives and the Air Force and 
Navy Historical Centres.' 

Researching and programming a game such 
as Aces of the Pacific takes a great deal of time 
but Dynamix insist that it is essential that time 
be spent on a product if that time is used well 
and the resulting game is a huge success. 



A game such as Aces of the Pacific takes just 
over a year to complete. Dynamix were 
planning to create a kind of generic flight 
simulator called Great Warplanes in which the 
player could fly anything from a Fokker 
Triplane to an F-16. At the time a historian 
John Bruning, was working on his M/A thesis 
which focused on the Pacific War carrier 
battles. John approached Damon Slye and 
pitched the idea of doing a simulation based 
on the Pacific War. 

At first Damon was relatively cool towards 
the idea but John kept harassing him, 
explaining all the specific aspects of the war 
and how unique it was in so many ways. One 
of the most important points that was made 
during their discussions that eventually 
convinced Damon was that in the Pacific 
battles just one or two pilots could make a 
tremendous impact on the outcome of a battle 
and eventually the war - the dive bomber 
pilots at Midway are a classic example. 


Finally convinced, Damon turned 
John loose on creating a plane list 
and finding map sources for the 
new project. Meanwhile, Damon 
hid himself away in his apartment 
for most of the Spring of '91 while 
he designed the game. 

He finally emerged in June with 
a complete design document ready 
to begin the coding. Unfortunately, A-10 was 
late so the programmers did not get into the 
project until mid-July. From there they 
encountered a variety of technical and design 
problems that needed to be addressed along 
the way. Dynamix had chosen one of the 
largest theatres of war to model and that 
required a great deal of memory and lots of 
new technology. 

After working through autumn and winter 
they went into consultation in February of 
1992. The product was tested until the end of 
May and eventually released on May 31. The 


Faster machines will allow 

FOR MORE GROUND DETAIL AS 
WELL AS LARGER FORMATIONS OF 
PLANES ON THE SCREEN 




Far left: Fans of Dynamix' 
simulations will prefer the 
man against man approach 
to combat 
Left: Aces of the Deep is 
Dynamix's latest offering and 
depicts battles not in the air 
but under the waves 
involving submarines and 
surface ships 
Right: It certainly looks 
definite that Microprose's 
Silent Service II is about to be 
knocked off its perch 
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The full bibliography for 

ACES OF THE PACIFIC AND 
ACES OVER Europe probably 
RUNS CLOSE TO 500 
TITLES 


Right: A great deal 
of time is spent 
researching the 
battles that Dynamix 
simulate including 
maps, plane data 
and actual 
eyewitness accounts 
Below: Aces of the 
Pacific simulates the 
battles that took 
place between the 
Japanese and US 
during 1942 




revision was then released 
in early August and the 
first mission disk in the 
Autumn of '92. 

Even with the most well 
known aerial wars 
simulated, Dynamix insist 
that there is going to be a 
lot more material that can 
be converted to the computer. 

There are plenty of areas in World War II 
yet to cover; the Eastern Front, night fighter 
war, German Blitzkriegs, but as of now we are 
going to venture into the jet age again and 
produce the first flight on the Korean War.' 

The jet age is one side of the dice that 
Dynamix seem to have neglected. Speaking to 
the people who are involved in the games you 
tend to sense a feeling of disdain towards 
modern simulators. 

'World War I and II aviation exemplify the 
image and legend of the Knight of the Sky. In 
those times one man could test his mettle 
against another and his flying ability, tactical 
skill and marksmanship would determine who 
won and who lost - there was comparatively 
little reliance on technology.' In WWI battles 
especially, battles were decided primarily by 
pilot skill and courage. All this adds up to quite 
a romantic notion of the fighting in the skies 
over Europe and Asia - a notion that Dynamix 
tries to build upon to create outstanding and 
realistic products. 

'With WWI and WWII the flying was much 
more by the seat of the pants. All you needed 
to know was where the enemy was, point your 
nose at him and fire. There wasn't a blizzard of 
buttons, commands, bells and whistles etc to 
confuse the pilot - something which one finds 
in modern flight sims. 

'Our games take the player back to a much 
simpler time, a time when there was, in an 
ironic way, much more humanity in warfare 
than today, in our high-technology, push¬ 
button environment.' 


The major ingredient in any flight simulation 
is realism and a sense of being there. 

Nowadays many companies bring in veteran 
pilots to test their products. Although finding 
these pilots can be tricky, Dynamix feel it is 
important as they are the only ones who can 
say whether or not the game simulates its real- 
life counterpart. 

'Throughout the creation of our Great War 
Planes we have had excellent feedback. In 
particular, we have had a WWII Corsair and P- 
38 pilot test Red Baron, Aces of the Pacific and 
Aces over Europe. We also had a former F-102 
pilot fly Red Baron. On staff we have a flight 
instructor whose knowledge of aerodynamics 
proves invaluable during the design and 
testing phases of our flight sims.' 


There's no doubt about it that Dynamix are 
leading the field as far as flight sims go, but 
with new technology appearing, do they think 
they can keep their hold on the market? 

'Faster machines will allow for more ground 
detail as well as larger formations of planes on 
the screen. CD Rom will allow for a much 
greater amount of historical data to be 
included in the games as well as graphics and 
sound. Where many genres are dying out, the 
flight simulation market will continually 
improve with new technology, and Dynamix 
will be at the forefront of this advance.' 

Whatever the future holds, Dynamix have 
earnt themselves a respected place in the 
hearts of PC simulation fans. 

STEVE WHITE WBmaffA 


On staff we have a flight 

INSTRUCTOR WHOSE KNOWLEDGE OF 
AERODYNAMICS PROVES INVALUABLE 


Right: Red Baron is Dynamix's first simulation of the early 
days of fighter combat over the Western Front in World War I 
Below right: In Red Baron the objective is not only to shoot 
down the enemy's fighter planes but also their Zeppelins and 
balloons Below: All fighter aces past and present are 
simulated in Dynamix's flight games including the infamous 
Manfred Von Richtofen - the Red Baron 































Readers Offers 




As a special service to the readers of PC Action we 
have arranged this impressive array of mouth 
watering offers. Remember, they are only available 
to YOU as a valued reader of the brightest new 
magazine on the market — PC Action! 


Legends of Valour 

This US Gold game takes you to the 
imaginary city of 
Mitteldarf on the 


slopes of the 
volcanic island of 
Wolfbrood where 
you can write your 
own epic adventure. 
Enjoy action, 
combat, romance 
and glory and all 
for the special PC 
Action price of 
just £23.99 plus £1 
postage and 
packing. (3. Sin only) 


Stereo earphones 

With a special pocket carrying case these 


earphones are easily portable and are 
specially designed to be comfortable in 
your ears. Ideal for PCs and personal 
stereos, they include a jack convertor for 
mono use, adapting a single signal to both 
ear phones. PC Action price £4.50 plus £1 
postage and packing. 


Stereo headphones Block out interruptions as 

you listen to your PC game or favourite music and avoid disturbing 
others with your noise. These stylish headphones come with adaptors 
both for PCs and stereo players. 9pecial PC Action price £4.99 plus £1 
postage and packing. 


RHP £39.99 




PC Action compact disc holder 

The best way to keep your favourite games and music CDs clean and safe 
both in the home or car. Personalised with the PC Action logo, this glossy 
case holds ten sturdy CD wallets and also includes a card index. 

Price £13.99 plus £1.00 postage and packing. 

RRP £21.99 


n Day Relive June 3, 1944 when 
Operation Overlord 
unleashed the allied 
forces against the 
might of the German 
army on the beaches 
of Normandy. Lead 
the offensive as you 
become the 
legendary general 
Dwight Eisenhower. 
Epecial PC Action 
price £19.99 plus 
£1 postage and 
packing. (3. Sin only] 
RRP £35.99 


The PC Games Bible 


More than 320 pages packed full of information and reviews on over 
2,000 games and with an introduction by 
Amstrad boss Alan 9ugar. A definitive guide 
which all devotees of PC gaming should 
own. This is a collectors pointer to the 
good, the bad and the truly awful of 
the PC gaming world. Price 
£10.50 plus £1.50 postage 
and packing. 

RRP £12.99 











READERS Offers 


PC Action binder 



Keep your issues of PC action in apple pie 
order with this stylish binder Glossy 
laminated cover and sturdy metal fastenings 
to accommodate ten issues of PC Action. 
Price £4.39 plus £1 postage and packing. 


“Proof that the era of 
CD gaming isrupon us.” 


ROBERTA WILLIAMS’ 

(^MVI 

HEIR TODAY, GONE TOMORROW 

^SIERRA Hi 


Kings Quest VI 

This CD game is Roberta Williams' 
boldest undertaking 
yet - a thrilling mixture of leading 
edge technology and timeless 
story telling. The classic tale of 
a shipwrecked prince searching 
a series of islands to rescue a 
princess in peril PC Action 
price £32.93 plus El postage 
and packing. 

RHP £44.99 


Reader offers are only available to UK readers of PC Action. 

Tick the appropriate section/s of this form and return it 
together with your cheque for the required amount to PC 
Action Reader Offers, Europe House, Adlington Park, 
Macclesfield SK10 4NP. Make cheques payable to Europress 
Interactive. Allow 28 days for delivery. 

Legends of Valour (£24.99) __ 

D Day (£20.99) 

PC Games Bible (£12] _ 

Stereo headphones (£5.99) 

Stereo earphones (£5.50] 

PC Action Binder (£5.99) 

PC Action CD holder f£14.99] 

Kings Quest VI (33.99] 


Name 

Address 


Tel Age 



Reserve your copy of PC Action 


Please would you reserve/deliver a copy of PC Action every month for: 
Name 

Address 


Postcode 

Note to newsagent: PC Action is available on a sale or return basis from 
Comag on 0895 444055 

I_ 


Send this form to your 
newsagent to ensure your copy 
of the brightest PC games 
magazine around 



_I 
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EUL.Y SUMNER, EX¬ 
COMMODORE SUPREMO, IS 

F 

THE MAN WHO HAS 
HELPED LAUNCH THE 
AMERICAN GAMES GIANT, GAMETEK, 
INTO THE UK MAltl^T. PAUL RIGBY AND 



SHARON GREAVES DELVE INTO HIS 
BACKGROUND 










NAME: Kelly Sumner 

PRDFESSION: Managing director of Gametek UK. Ex 
marketing manager of Commodore 
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‘Games are not like 

‘FINE WINES’. THEY DO 
NOT MATURE WITH AGE’ 


O n April 16 1993 Gametek landed, like a beached 

k whale, on British shores, just waiting for someone 
I to take care of it. Previously the American 
I company had reached the UK public via third- 
i party distribution but it needed to be in control of 
its own future in the UK. This challenge proved to 
be too much of a temptation for Kelly Sumner. 

'What Gametek provided is really a once in a lifetime 
opportunity. To be able to start a company from a green field situation 
and mould it as if it is your own, but with the support of a very large 
parent, is just too attractive to miss', says Sumner from his Slough based 
office where the quota of employees has since risen from just two to 13. 

'All we had to begin with was money in the bank from our parent 
company in the States and a portable phone borrowed from 
Commodore.' From small beginnings, great things can often be born 
though. With a wide range of resources and a company policy that aims 
to cover all home computer and console formats, not to mention every 
game and educational style, Kelly Sumner has quite a job on his hands - 
especially since this is a man who has no previous experience in 
publishing games. Funnily enough, this does not seem to worry him. 

'At Commodore, one of my responsibilities was putting the 
Commodore packs together such as Cartoon Classics, so I have been 
involved closely with the software community for many years now.' 

Gametek certainly entered into the fray with a bang by 

announcing a gamut of new releases. This is a result of on-going work in 
the USA which had steadily formed a 'game mountain' by the time the 
UK operation hits the streets. 

Gametek really have no real choice about whether to release the titles 
now or string out the releases over a longer period. 'Games are not like 
'fine wines' they do not mature with age,' comments Sumner wryly. 

As Gametek hold such a strong position in the USA and, Sumner 
hopes, in the UK and Europe, he is the ideal person to put the hardware 
scene into perspective. The influx of supposed 'standards' has led to 
confusion, the permanent friend of the computer enthusiast. 

Look around you, the news is awash with new technology -3DO, 
Atari Jaguar, CD-Rom alongside the resurgence of old favourites in new 
guises (Amiga CD32 and, to an extent, the PC). Is it then any wonder 
that the potential computer owner refuses to get out of bed for fear of 
reading about the 'Next Big Thing'. 

'It Is quite obvious that CD products will be the prevalent platform,' 
asserts Sumner. 'What sub-section will be around is hard to tell. Certainly 
the PC is very strong. The market is led by America and the CD-Rom user- 
base on this machine Is increasing 66% every few months. 'To a smaller 
degree the Apple Mac is following the same pattern. The power behind 
3DO too is big and I think this will be a major influence in '94. 

'All I can say about the Amiga CD32 is that we are not convinced this is 
a viable platform at the moment. The actual product is the best on the 


market, the problem is that it is a big bad world out there. 'Just because 
you have the best product on the market does not mean you are a 
major player. Unless you have the money to support a machine it does 
not matter how good the machine is. Nintendo and Sega spend millions 
on advertising and it works, their machines are not the state of the art. 
Commodore's track record is not that good.' 

Although Miami based Gametek USA is the parent company, 
Gametek Europe do not neccessarily have to release the same products. 
Although most of Gametek's products will be pushed on a world-wide 
basis they have to be aware that the European market prefers different 
products on occasions to the US market, and vice versa. 

To this effect Sumner is determined to isolate the Brit quarters from 
those across the pond and is using a number of developers in the UK. He 
expresses his wish to see his own development team in-house and is 
currently looking for the right individuals to head this group. 

This takes time. Already Simon Little of DMA (Lemmings/Hired Guns) 
has been poached as development manager and there will be a lot more 
of this in the forthcoming months while still utilising the recognised 
talents of companies such as Imagitek and individuals like David Braben. 

The onus is on creating as big a company profile as possible, more so 
since it's becoming increasingly difficult for smaller publishers to survive. 
'As the industry develops, the bigger guys just get bigger, restricting the 
smaller guys who will, probably, become development houses'. 

This is Sumner's eye view of the way things are shifting. He would also 
like to see a definite shift when it comes to the price of games. The 
majority of Gametek's releases don't exceed the £30 mark. 'People want 
value for money. Because games are so expensive, nobody can afford to 
buy them on a regular basis. 

The first thing we should ask ourselves is, what would we 

pay. Magazines should do game price comparisons and evaluate 
whether a particular game is good value for money or not.' Frontier: 

Elite M's biggest competitor is EA's Privateer, a game that is ten pounds 
more expensive yet has received lower ratings in the specialised press 
than Elite 2. Until a time when the computer software industry reaches a 
common agreement though, this situation is likely only to change 
slowly, very slowly. 

For the time being though, Sumners is more than content to plug 
away at his own game price bracket. When asked about his favourite 
game, he plumps for a pretty basic, even old fashioned game, one that's 

been around for years and cheap 
at the price. 

'Believe it or not it is 
Humans,' he cries with innocent 
eyes.'l actually played Humans on 
the GamesMasterTV Challenge 
show. This was before I heard of 
Gametek and before the game 
had won the Golden Joystick 
award.' Hmmm, we believe you 
Kelly. Just. mmUffA 


‘CD Computer software 

SHOULD BE IN THE SAME PRICE 
RANGE AS MUSIC CDS. WE’VE 
GOT TO SLOWLY GET THERE’ 
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118a Palmers Road 
New Southgate 
LONDON Nil 1SL 


TELEPHONE 

081 361 6730 

OR 

081 889 9172 

24 HOUR FAX LINE 

081 361 2733 


CD-ROM 


Alone in the Dark + Jack in the Dark 

£44.99 

Battlechess . 

..£32.99 

Blue Force . 

..£27.99 

Chessmaster Pro . 

£44.99 

Cover Girl Poker. 

.£29.99 

Creepy Crawlies 

£37.99 

Cyberrace* . 

.£37.99 

Daggers of Amon Ra . 

.£32.99 

Darkseed.... 

.£32.99 

Day of the Tentacle (Also 3.5 avail). 

£32.99 

Dinosaurs... 

.£47.99 

Dracula Unleashed . 

..£37.99 

Dune . 

..£32.99 

Eco Quest... 

.£32.99 

Eric the Unready 

.£24.99 

Eye of the Beholder III . 

.£32.99 

Fatty Bear... 

.£27.99 

Great Naval Battles . 

£32.99 

Grooves . 

.£75.99 

Guiness Disk of Records. 

..£47.99 

Historyline . 

.£27.99 

1.Jones Fate Of Atlantis 

.£32.99 

Image Warehouse ... 

.£75.99 

Kings Quest V. 

£32.99 

Kings Quest VI. 

.£37.99 

Legende of Kyrandia 

£32.99 

Loom. 

£32.99 

Lord of the Rings... 

£32.99 

Mario is Missing Deluxe 

.£24.99 

Mavis Beacon. 

.£29.99 

Protostar . 

.£27.99 

Putt Putt Joins the Parade. 

£27.99 

Rebel Assault. 

..P.O.A. 

Return to Zork. 

.£32.99 

Ryder Cup. 

.£23.99 

S.Holmes Consulting Detective 2 or 

3£37.99 

All 3 Sherlock Homes 

.£74.99 

Secret of Monkey Islands 

.£35.99 

Seventh Guest. 

.£55.99 

Space Shuttle (Mindscape) . 

.£27.99 

Shuttle (Virgin).. 

..£37.99 

Star Trek 25th Anniversary. 

..£37.99 

Ultima Underworld 1 and II. 

..£32.99 

W.Com/Ultima VI Deluxe Pack. 

.£19.99 



BUDGET TITLES 


4th 'n' inches . 

. £9.99 

GFL Golf. 

....£4.99 

5 Intell Games . 

. £9.99 

G. Souness Soc Man . . 

....£8.99 

688 Attack Sub . 

...£11.99 

Grand Prix Circuit . 

..£10.99 

Backgammon . 

.£4.99 

Grand Prix Unlimited... 

..£14.99 

Bards Tale III . 

.£8.99 

Gunboat. 

£11.99 

Basket Master . 

.£8.99 

Hardball. 

....£9.99 

Battle Chess . 

.£8.99 

Hardball 3.0. 

..£13.99 

Battlehawks 1942. 

. £9.99 

Hard Drivin 2. 

....£9.99 

Birds of Prey . 

...£11.99 

Hard Nova. 

....£7.99 

Blackjack . 

. £4.99 

Hill Street Blues. 

....£9 99 

Blood Money . 

. £7.99 

Hook*. 

....£9.99 

Bloodwych . 

.£7.99 

Huckle Hound Holl Cap. 

..£7.99 

Blue Angels . 

..£10.99 

Humans*. 

£11.99 

Boston Bomb Club . 

.£7.99 

Indy 500. 

..£11.99 

Budokan . 

..£10.99 

International Karate. 

....£4.99 

Carnage. 

.£8.99 

J.Nicklaus Golf. 

....£9.99 

Cadaver . 

..£10.99 

Knights of the Sky. 

..£13.99 

Carrier Command . 

. £7.99 

Last Crusade Adv . 

..£11.99 

Centrefold Squares. 

.£7.99 

Lethal Weapon. 

....£7.99 

Centurion. 

.£8.99 

LHX Attack Chopper. 

..£11.99 

Chess Champion 2175 

.£9.99 

Links. 

..£13.99 

C.Y. Air Combat . 

.£11.99 

Lombard RAC Rally. 

....£9.99 

Chuck Yeagers 2.0 . 

.£8.99 

Loom. 

..£11.99 

Club Casino. 

. £4.99 

Lure of the Temptress* 

..£11.99 

Colossus Bridge 4 . 

.£8.99 

Ml Tank Platoon . 

.£12.99 

Colossus Chess . 

.£6.99 

Magic Candle II. 

..£11.99 

Cool World . 

.£7.99 

Maniac Mansion. 

..£10.99 

Crystals of Arborea. 

.£7.99 

Man United. 

....£9.99 

Cycles. 

.£8.99 

Man United Europe . 

....£9.99 

D.Double Horse Rac . 

.£7.99 

Maze Adventures. 

....£4.99 

Def of the Crown. 

. £7.99 

Mean 18. 

....£7.99 

Deluxe Strip Poker 1. 

.£7.99 

Mega Lo Mania. 

..£11.99 

Deluxe Strip Poker II . 

.. £9.99 

Mega Phoenix. 

....£8.99 

Epic*. 

...£13.99 

Midwinter. 

....£9.99 

Eye of the Beholder . 

..£13.99 

Midwinter II. 

....£7.99 

Fantasy Pack. 

.£4.99 

Mig 29 Fulcrum. 

..£11.99 

FI5 Strike Eagle II. 

...£13.99 

M. Ditka Football* . 

..£13.99 

FI 9 Stealth Fighter . 

,..£13.99 

Moonwalker. 

....£7.99 

F29 Retaliator . 

..£11.99 

Monkey Island. 

..£14.99 

FM2Gift Pack. 

.£9.99 

Murder. 

....£8.99 

Football Master . 

.£8.99 

Never Mind. 

....£7.99 

Future Wars . 

.£9.99 

North and South. 

....£6.99 

GFL Baseball . 

.£4.99 

Operation Harrier. 

....£7.99 

GFL Football. 

.£4.99 

Operation Stealth. 

..£12.99 


Panza Kick Boxing.£7.99 

Passing Shot.£7.99 

Pictionary.£7.99 

Pirates.£10.99 

Pitfighter.£8.99 

Populous + Prom Lands.£10.99 

Prince of Persia.£9.99 

Pro League B.Ball.£4.99 

Pro Tennis Tour.£7.99 

Pushover.£9.99 

Puzznic.£9.99 

Rack'Em.£7.99 

Railroad Tycoon.£15.99 

RBI2 Baseball.£7.99 

Rick Dangerous I.£7.99 

Rick Dangerous II.£7.99 

Risky Woods.£9.99 

Robocop III.£11.99 

Serve and Volley.£7.99 

Shadowlands.£10.99 

Silent Service IT.£14.99 

Space Games.£4.99 

Speedballll*.£10.99 

Sports Spectacular.£4.99 

Starblade.£7.99 

Star Glider II.£7.99 

Streetfighter.£7.99 

Strikefleet.£9.99 

Stunt Car Racer.£6.99 

Super Space Invaders.£7.99 

Terminator II.£8.99 

Test Drive II The Duel.£9.99 

The Immortal.£10.99 

The Munsters.£8.99 

The Simpsons.£8.99 

Titus the Fox.£10.99 

T. Persuit Genus Edition ...£9.99 

Ultima VI.£11.99 

W.C. Leaderboard Series . .£9.99 

Wing Commander.£12.99 

Wizkid. £11.99 

W.W.F. £7.99 

W.W.F. II. £7.99 

Xenon ir. £9.99 

Z Mackracken.£9.99 


£3 OFF ALL TOP TITLES 


3D Chall: Starfighter Ace*.£24.99 

A-Train.£28.99 

Aces of the Pacific.£28.99 

Aces of the Pacific: WW2.£19.99 

Aces over Europe.£32.99 

Airbucks 1.2.1 ...£24.99 

Airbus USA.. ...£32.99 

Alien Breed... ...£22.99 

Alien 3.P.O.A. 

Alone + Jack in the Dark.£29.99 

Alone in the Dark 2*. £33.99 

A.Maclean Pool. £22.99 

Ambush at Sorinor.£28.99 

American Gladiators . £22.99 

Another World.£22.99 

Armada. £22.99 

A.T.P. £28.99 

B17 Flying Fortress . £32.99 

Batman Returns. £22.99 

Battle Chess II . £22.99 

Battle Chess Windows . £24.99 

Battle Chess 4000 (SVGA) . £24.99 

Battle Isle.£24.99 

Battle Isle '93 . £19.99 

Battle Isle 1 1. £28.99 

BBC 3D Garden Designer.£16.99 

Beauty and the Beast.£24.99 

Beneath a Steel Sky.£24.99 

Betrayal at Krondor.£32.99 

Blade of Destiny ...£28.99 

Blue Force*.. ...£28.99 

Body Blows.. ...£22.99 

Burnin' Rubber* ,..£22.99 

Buzz Aldrin's Race to Space.£37.99 

Caeser Deluxe.£24.99 

Caeser's Palace.£22.99 

Campaign . £28.99 

Campaign Mission Disk.£16.99 

Campaign II ..£28.99 

Captive ..£16.99 

Captive II* ..£24.99 

Car and Driver.£28.99 

Carriers at War.£24.99 

Carrier Strike.£28.99 

Castle of Dr Brain.£24.99 

Castles ..£24.99 

Castles II . £24.99 

Championship Manager 93.£22.99 

Chessmaster 3000 Win/Dos.£24.99 

Chessmaniac. £32.99 

Civilization. £28.99 

Clash of Steel . £28.99 

Cohort 2 . £24.99 

Complete Chess System.£24.99 

Commanche.£32.99 

Commanche Mission Disk . £19.99 

Creepers.£28.99 

D-Day.£24.99 

Dark Sun.£32.99 

Dateline 2021* . £24.99 

D.Leadbetters Golf.£32.99 

Daggers of Amon Ra . £32.99 

Day of the Tenticle.£32.99 

Disney Animation Studio . £69.99 

Dogfight.£32.99 

Dragons Lair III.£28.99 

Dreadnoughts.£24.99 

Dune II.£24.99 

Dungeon Master . £24.99 

Eco Quest . £27 99 

Eco Quest II (Rainforest) . £24.99 


El Fish.£24.99 

Eternum.£24.99 

Elvira II Jaws of Cereberus . £28.99 

Eric the Unready (CD call) . £24.99 

European Champions .£21.99 

Eye of the Beholder II .£24.99 

Eye of the Beholder III .£28.99 

FI5 Strike Eagle III. £32.99 

F117A Stealth Fighter 2.0 .£28.99 

Falcon 3.0. £32.99 

Falcon 3.0 Mission Disk 1/2. £19.99 

Fate of Atlantis Graphic. £28.99 

Fatty Bear's Birthday Surprise. £28.99 

Fields of Glory. £32.99 

Fire and Ice*. £22.99 

First Samurai. £22.99 

Flashback. £28.99 

Flight for Victory.£28.99 

Flight Sim V.£28.99 

Flying Fingers.£24.99 

Frontier (Elite 2).£23.99 

F.Pharkas Frontier Pharm.£28.99 

Front Page Sports Football.£28.99 

Gateway II.£28.99 

Goal.£24.99 

Go Simulator.£16.99 

Grand Prix (Microprose).£30.99 

Gunship 2000 .£28.99 

Gunship 2000 Sen disk.£19.99 

Harpoon with Battleset II.£28.99 

Harrier Assault AV8B.£28.99 

History line 1914-18.£28.99 

Horse Racing Game (Kris)*.£24.99 

Int. Rugby Challenge.£22.99 

Ishar II.£24.99 

Island of Dr Brain.£24.99 

Jack the Ripper.£32.99 

Jordan in Flight.£28.99 

J Nicklaus Signature ed (HD).£28.99 

Jurassic Park.£24.99 

Kasporov’s Gambit.£30.99 

Kingdoms of Germany*.£24.99 

Kingmaker.£27.99 

Kings Quest V VGA/EGA .£28.99 

Kings Quest VI .£32.99 

Lands of Lore .£25.99 

Laser Squad .£24.99 

L'Emporer Napoleon.£27.99 

Legends of Valour.£28.99 

Leisuresuit Larry V V/EGA.£28.99 

Lemmings.£22.99 

Lemmings Data Disc.£16.99 

Lemmings II.£27.99 

Life & Death II . £21.99 

Links Pro . £32.99 

Links Extra Courses each . £17.99 

Liverpool Football . £19.99 

Lord of the Rings . £24.99 

Lord of the Rings II . £24.99 

Lost Files of S.Holmes . £29.99 

Lost in Time . £33.99 

Lost Kingdoms* . £24.99 

Lotus S4 . £24.99 

Magic Pockets . £22.99 

Mavis Beacon Typing II Dos . £24.99 

Mavis Beacon Typing II Win . £24.99 

McDonaldland . £22.99 

Mercenaries . £27.99 

Might and Magic IV . £32.99 

Might and Magic V . £32.99 

Millenium . £24.99 


Pacific Islands II*. 

Pacific Strike. 

Patrician.. 

Patriot. 

Perfect General.... 
Peter Pan 
PGA Golf Tour + ... 

PGA Windows. 

Pinball Dreams. 

Pirates Gold. 


Premiere Manager... 
Prince of Persia II... 
Privateer.. 

Privateer SAP. 

Prophecy. 

Protostar. 

Putt Putt Fun Pack .. 


...£2499 

Speedracer. 

....£28.99 

,...£24.99 

Spellcasting 301. 

....£24.99 

. P.O.A. 

Spelljammer. 

....£24.99 

...£54.99 

Spelunx & Caves Mr Pseudo* .. 

..£28.99 

...£17.99 

Star Control II. 

....£28.99 

...£22.99 

Star Legions. 

....£24.99 

...£28.99 

Starlord. 

....£32.99 

...£32.99 

Star Trek 25th Anniversary .. 

....£24.99 

...£28.99 

Star Trek H*. 

...£28.99 

...£24.99 

Star Wars Chess. 

....£38.99 

...£24.99 

Streetfighter II. 

....£22.99 

...£24.99 

Strike Commander. 

....£38.99 

...£22.99 

Strike Commander SAP . 

....£16.99 

...£24.99 

Strike Com Spec Ops 1 . 

....£16.99 

...£15.99 

Striker . 

....£22.99 

...£16.99 

Stronghold . 

. ..£28.99 

...£24.99 

Stunt Island. 

....£38.99 

...£38.99 

Subwar 2050. 

..£32 99 

...£24.99 

Survival. 

,...£28.99 

...£32.99 

Syndicate. 

....£32.99 

...£28.99 

Syndicate data*. 

....£18.99 

...£28.99 

Taskforce 1942. 

...£32.99 

...£24.99 

Terminator. 

. .£20.29 

...£28.99 

Terminator; Operation Scour . 

....£18.99 

...£28.99 

Tetris. 

...£19.99 

...£32.99 

TFX. 

....£28.99 

...£28.99 

The Legacy. 

...£32.99 

...£28.99 

The Lost Vikings. 

....£24 99 

...£24.99 

Theme Park. 

....£32.99 

...£22.99 

The Patrician*. 

....£25.99 

..£22.99 

The Settlers. 

....£28.99 

...£28.99 

Tornado . 

....£33.99 

...£38.99 

Tornado Mission Planner. 

...£19.99 

...£18.99 

Trivial Persuit Deluxe. 

...£2299 

...£22.99 

Troddler. 

,..£22.99 

. .£28.99 

Ultima Trilogy II . 

, £28 99 

..£22.99 

Ultima Underworld. 

.£28.99 

...£22.99 

Ulima Underworld II . 

..£28.99 

...£24.99 

Ultima VII (HD). 

...£28.99 

...£28.99 

Ultima VII Forge of Virtue . 

...£11.99 

...£28.99 

Ultima VII Serpent Isle. 

...£32.99 

...£22.99 

Ultima VII Silver Seed. 

...£18.99 

...£24.99 

Ultima VIII*. 

...£32.99 

...£32.99 

Ultimate Pinball Quest . 

.£22,99 

...£30.99 

V for Victory. 

...£24.99 

...£28.99 

V for Victory II Velikye Luki ... 

...£2499 

...£22.99 

V for Victory III 

£32 99 

...£22.99 

V for Victory IV . 

...£27.99 

...£32.99 

Vikings. 

...£24.99 

..,£24.99 

War in the Gulf. 

...£24,99 

...£22.99 

Whales Voyage. 

,.£24.99 

.,.£32.99 

Willy Beamish VGA. 

..,£28,99 

..,£24.99 

Wing Com. Academy. 

...£24.99 

...£32.99 

Wing Commander II. 

...£28.99 

,,.£28.99 

Wizardry VII. 

...£34.99 

...£24.99 

Worlds of Legend. 

...£19.99 

,.£22.99 

World Tennis Championship ... 

...£28.99 

,..£32.99 

Xenobots. 

...£28.99 

...£24.99 

X-Wing. 

. £32 99 

...£24.99 

X-Wing Imperial Persuit . 

...£14.99 

...£28.99 

Zool. 

...£24.99 

.,£28.99 




Sink or Swim.£22.99 

Solitaires Journey . £32.99 

Space Crusade . £22.99 

Space Hulk . £32.99 

Space Quest Qud . £27.99 

Space Quest IV . £28.99 

Space Quest V . £28.99 

Spaceworld Ho! . £32.99 

Spear of Destiny . £28.99 


SPECIALS 


Ancient Art of War. 

.£25.99 

KGB. 

. £15.99 

Paperboy II. 

. £16.99 

Space Wrecked. 

. £16.99 

Shanghai II. 

.£15.99 

Supertetris . 

. £19.99 


ADI English (11/12,12/13)...£16.99 
ADI English (13/14,14/15)...£16.99 
ADI French (11/12,12/13) ...£16.99 
ADI French (11/12,12/13) ...£16.99 
ADI Junior Counting (4-5) . ..£14.99 
ADI Junior Counting (6-7)...£14.99 
ADI Junior Reading (4-5) ....£14.99 
ADI Junior Reading (6-7 ....£14.99 
ADI Maths (13/14,14/15) ....£16.99 
ADI Maths (11/12,12/13) ....£16.99 

Algebra (EA) . £39.99 

Alphabet Blocks.£24.99 

Better Maths (12-16) . £16.99 

Better Spelling (9-14) . £16.99 

Biology (12-16) . £16.99 

Chemistry (12-16)_ . £16.99 

First Class (Shoe People) . £8.99 

Fun School 2 (under 6) . £7.99 

Fun School 2 6-8) . £7.99 

Fun School 2 (over 8) . £7.99 

Fun School 3 (under 5) . £13.99 

Fun School 3 5-7) . £13.99 

Fun School 3 7+) . £13.99 

Fun School 4 (under 5) . £16.99 

Fun School 4 5-7) . £16.99 

Fun School 4 (7+) . £16.99 


EDUCATIONAL 


Henrietta's Book of Spells ...£27.99 

Hooray For Henrietta . £27.99 

Junior Artist (5-10] . £12.99 

Junior Typist (5-10) . £12.99 

Kid Pix Dos/Win.£23.99 

Kid Pix Companion . £16.99 

Magic Maths.£16.99 

Mario Teaches Typing . £21.99 

Maths Adventure.£18.99 

Maths Mania (4-8) . £16.99 

Maxi Maths (9-14) . £16.99 

Merlins Maths . £20.99 

Mickey's 123 . £16.99 

Mickey's ABC.£16.99 

Mickey's Colours & Shapes...£16.99 

Mixed Up Fairy Tales.£24.99 

Noddy's Playtime . £21.99 

Paint and Create . £20.99 

Physics (12-16) . £16.99 

Physics/Electronics (12-16) £16.99 

Playroom . £18.99 

Playschool (3-8) . £16.99 

R.Rabbit + Sound Source....£34.99 

Spelling Fair . £20.99 

The Three Bears . £16.99 

Wind in the Willows . £16.99 


SHOP NOW OPEN 

120a 

MYDDLETON 

ROAD 

WOOO GREEN 
LONDON 
N22 4NQ 

081 889 9172 

SHOP RUNS 
INDEPENDENTLY 
FROM MAIL 
ORDER. 

PRICES MAY VARY. 


Make cheques & P.O.’s payable to Eagle PC. P&P is £1.00 per item in the UK. Europe: add £3.50 
per item. Elsewhere add £5.50 per item. New titles will be sent as released & are subject to 
manufacturers price reviews. E.&O.E. #SPECIAL OFFER APPLIES ONLY IF REQUESTED AT TIME 
OF ORDERING. DON’T FORGET TO DEDUCT YOUR £3 ON TOP TITLES! 


Name: 


Address: 


Disk Size. 
Title 


P67 

*Not released at time of going to press 
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Date _ 
Price _ 
Price _ 
Price _ 
Price _ 
P&P 
Total 


Postcode 
Card No: 
Exp Date 
Access 


Tel: 


.Account No:. 


Visa Cheque P.O’s 

Please quote Account No in all correspondence. 


SOCCER STARS 

only £16.99 

Kick Off II, Microprose Soccer, 
World Championship Soccer 

COMBAT CLASSICS II* 

only £24.99 

FI 9 Stealth Fighter, Silent Service II 
& Pacific Islands 

SPORTS MASTER 

only £23.99 

PGA Tour Golf, Indy 500, 
Advantage Tennis, 

European Championship 92 

GAMES PACK III 

only £37.99 

Life & Death, Grand Prix Unlimited, 

FI 9 Stealth Fighter, Gin/Cribbage King, 

J.Nicklaus Unltd Golf + Course Design 

AWARD WINNERS 

only £21.99 

Space Ace, Kick Off II, 
Pipemania, Populous 

BOARD GENIUS 

only £24.99 

Cluedo, Scrabble, Monopoly, Risk 

SPACE LEGENDS 

only £24.99 

Wing Commander, Elite + and 
Megatraveller 1 

COMBAT CLASSICS 

only £24.99 

FI5 Strike Eagle II, 

688 Attack Sub, Team Yankee 

X-RATED FUN PACK 

only £25.99 

Centrefold Squares, 

Deluxe Strip Poker 1 & 2 
and Daily Double Horse Racing 

DELUXE STRIP POKER 2 
DATA DISK 

only £8.99 each or £34.99 for all 5 
Please note disk 2 features the first 
male player 

THE GREATEST 

3.5“ £27.99 CD ROM £32.99 

Lure of the Temptress, Dune and Shuttle 

BITMAP BROTHERS VOL1 

only £21.99 

Xenon, Cadaver, Speedball II 

NAPOLEONICS 

3.5“ £24.99 CD ROM £27.99 
Waterloo, Borodino and Waterloo 

ANIMATION CLASSICS 

only £32.99 

Dragon's Lair II, Space Ace and 
Wrath of the Demon 

EYE OF THE BEHOLDER TRIPLE 

only £32.99 

Eye of the Beholder, Eye of the 
Beholder 2, Eye of the Beholder 3 

AIR COMBAT CLASSICS 

only £32.99 

Battlehawks 1942, Their Finest Hour + 
Mission, SWOTL + 4 Data Disk 

LORDS OF POWER* 

only £27.99 

Silent Service II, Red Baron Railroad 
Tycoon and the Perfect General 

SIERRA AWARD WINNERS 

only £27.99 

Kings Quest V, Red Baron 
and Rise of the Dragon 


























































































































































































































































































































































































































































































































































Got a problem? Can we help? Drop us a line here at PC Action and well see what 
we can do. Send your letters to Tony Kaye, Network, PC Action, Europress 
Interactive, Europa House, Adlington, Macclesfield SKID 4NP. Although we try and 
answer all letters, we cannot guarantee to reply to everyone. We regret that Tony 
cannot send personal replies, so don't send any stamped addressed envelopes or 
we 11 give them to charity. 


human opponent 
needed 

I hope that games designers have read the few 
wise words of Michael Hodges from On-Line 
Entertainment (PC Action, December). For far too 
long, computer games have been fashioned for 
one participant with tiresome, predictable and 
generally unexciting computerised opponents. 

Why the desire to lose all interaction with 
human players? Computer games should be an 
adaptable mechanism for enjoyment. If you've 
ever gone head to head with a friend round 
Hockenheim in Microprose Formula One Grand 
Prix, you'll know how dull the game becomes with 
an electronic opposition. 

And yet the game authors are obsessed with 
the mistaken belief that the game players are sad, 
friendless people who don't want the option of 
competing with a sentient being. 

One of the most essential ingredients of a 
classic game is one-upmanship; proving that 
you're better than someone else. Monopoly has it. 
Chess has it; Trivial Pursuit is built on the fact, but 
if that 'someone else' is just an algorithm buried 
very deeply in a mountain of machine code. Why 
bother then? 

Phil Wand, Brentwood, Essex 

What you have to remember is that computing is 
essentially seen as being a solo occupation. A lot 
of owners have no friends, spots, wear anoraks 
and consider getting up in the morning and 
reading a chapter of '1001 fun things to program 
in Fortran' as their idea of sport. 

This is of course an absolute load of rubbish. 

You are completely right and games should at 
least be able to offer the option. Hear Ye! All you 
games programmers out there, isn't it about time 
that you gave the players what they want and 
entertain them. We know you don't all drive 
around in high powered sports car and earn vast 
amounts of money, but the players are the ones 
who pay your salary at the end of the month. So 
if you want to continue to receive your big pay 
check, now is your chance to give those people 
out there what they want. ■■PfifllKI 


grounded by sound 

Issue one of PC Action is great. Just what I've been 
looking for, but I wonder if you could help me 
with a problem. 

I have a 486dx33 with a Soundblaster Pro card 
and if the disk drive is being accessed at the same 
time as some digital effects, the machine locks up. 
Is this a fault with the game or is there a way that 
it can be cured? 

Keith Maton, Kirby Cross, Essex 

The digital portion of the Soundblaster uses DMA 
1 as its default setting. This is also the setting 
used by an IDE hard disk drive, so there is a clash 
there causing the lock up you describe. 

Change the setting of the DMA to 0 and your 
problem should disappear. By the way, DMA 
stands for Direct Memory Access. 

begin blasting 

It is encouraging to see that you are offering 
advice to people of all levels of experience and 
not just expecting people to know all about their 
machines. I am used to the type of computer that 
you plug in and switch on, so PCs come as a bit of 
a shock. All this talk of adding video cards, sound 
cards and CD-Rom drives just leaves me cold. 

My Packard Bell 386 computer was bought a 
little while ago for running my small business. It 
has been a good workhorse, but my son is now 
nagging me to upgrade it and add a sound card. 
The mere thought of taking the computer apart 
brings me out in a cold sweat. 

Could you explain to me, a simpleton when it 
comes to electronics, in words of one syllable, 
how to install a sound card and possibly a new 
video card so my son can play his games. 

Johnnie Bland, Stockport, Cheshire 

Installing video and audio cards are not nearly as 
frightening as they first appear. Open the case of 
your PC, which is usual just a matter of undoing 
four or five screws, and you will see a series of 
expansion slots. They are held in by a screw at 
the top near the back of the machine. 

Assuming you haven't got a sound card and are 


upgrading the video card, unscrew the existing 
video card (identified by the 9-pin socket for the 
monitor sticking out the back) and carefully pull it 
out of the socket. Insert the new card in its place. 
The sound card is slightly different in that there 
isn't one there already, so you need to remove 
one of the blanking plates behind one of the 
spare sockets. 

Both cards should come with specific drivers for 
them, so all you need to do Is put the disk In the 
drive and run the install programs for each one. 
Don't forget, if you run Windows, you may have 
separate routines to install the Windows specific 
drivers. Always stick to the default settings 
unless you have specific problems (see above) 
and that's all there is to it. 

beginning dtp 

I know that you are basically a games magazine, 
and that's what I use my PC for most. I also 
unerstand that it is very good for business and I 
want to make some posters and leaflets for my 
scout group. 

Can you recommend a DTP package that would 
help me get to grips with the intricacies of 
designing these? 

R Copthorne, Sheffield. S. Yorks 

There are many DTP packages available, from 
public domain to full commercial products. Quark 
Express for Windows is a very versatile and user 
friendly package. However It costs a massive 
£1051.63 with the VAT. 

Don't panic, though. A package like Quark 
would frighten anyone starting out in DTP. The 
program which I would recommend is Microsoft 
Publisher as it has a superb range of tutorials to 
get you going and the Page Wizard option will 
design pages for you to add the correct text. This 
is certainly an ideal package for beginners. 

The November issue of our sister magazine, PC 
Home, had a demo version of Microsoft Publisher 
and a special offer price on the full package of 
£98.82 including VAT. Write to Europress Direct, 
FREEPOST, Ellesmere Port, South Wirral L65 3EB 
or telephone 051-357 1275 to order. 
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Ifs good to see such a great response from PC owners with an 
attitude. If you have something to contribute to the PC fraternity or 
just want to get something off your chest, write to: Network, PC Action, 
Europa House, Adlington Park, Macclesfield SKIO 4NP 


□ 

□ 



the real thing 

Why are so many software 
developers incorporating so much 
digitised artwork in their games 
nowadays? Everyone praises the 
advent of CD, and sure, it's got great 
potential, but replacing drawn 
artwork with digitised graphics is not 
my idea of progress. 

As I see it, computer games are 
purely fantasy and much should be 
left to the imagination. However, the 
atmosphere is cut to pieces when the 
latest evil character in a game 
happens to be some out of work 
American actor or even worse, one of 
the development team. 

This sort of imagery does not 
impress me at all and definitely 
indicates a lack of commitment to 
the consumer. I mean, it must be a 
great deal cheaper to simply digitise 
real people rather than employ a 
graphic artist. 

Another down side of the CD 
boom has to be sound. How long are 
we going to have to put up with 
drawling American accents on all our 
games? I hate them so much they 
almost make me feel nauseous. 

Games like Indiana Jones and the 
Fate of Atlantis or Day of the 
Tentacle are excused because these 
feature American characters but the 
abysmal Dracula Unleashed from 
Software Toolworks is an insult - an 
American trying to imitate a Cockney 
cab driver and sounding more like 
Lloyd Grossman. 

I'm all for CD but please, let's see a 
little more originality and care in the 
future and let's not abuse the latest 
technology by using it as a medium 
to a quick buck. 

Mr. R. Goodman, Sheffield 

hard disk blues 

I can't believe that Mr. S. Fox can't 
find anything to do with his 210MB 
hard disk (see last issue - Ed). Okay, 
the CD revolution is really starting to 
overshadow floppy games but that's 
progress for you. 

The PC has been around for a 
rather long time now and there have 
been some absolute classics since 
then released on floppy disks. Is Mr. 
Fox telling us that he doesn't have 
any of these games on his hard disk? 
This is quite hard to believe. 

Rebel Assault is going to be CD 
only it appears, but there are still 
plenty of games out there on CD that 
require installation onto hard disk. 
Some of the past floppy classics may 
never see the light on CD so a hard 
disk is essential in this case. So come 
on, Mr. Fox, things really aren't as 
bad as they may seem. 

Mr. Louis Cipher, Milton Keynes 


platforms 

revisited 

I understand that software houses 
are producing more and more arcade 
games for the PC. Well, I for one 
would rather they keep the arcade 
games to the consoles. I recently 
made the mistake of purchasing Zool 
from Gremlin Graphics - how mind 
numbing can computer games get? 
The PC's major strength lies in its 
simulations, adventures and role- 
playing games which tax the 
imagination and have a much longer 
play life than games which require 
you to leap blocks or blow the hell 
out of everything that moves. 

Software houses should remember 
that the PC market is mostly made up 
of adults who care about computers 
and the software available. We don't 
want to have to spend £45 on a 
game that requires minimal 
intelligence and has about as much 
appeal as a knackered hard disk. 

I hope that software houses will 
take note of the PC games players 
and stop this leisurely jaunt into this 
mind-numbing, so-called fun side of 
the games market. Take my advice, 
let the consoles keep it. 

Simon Rolf, Hastings 

Mr. Rolf, you obviously take your 
gaming very seriously indeed, 
perhaps a little too seriously? You 
are correct in mentioning that there 
are more and more arcade games 
becoming available for the PC but 
surely this can only be seen as a 
good thing. 

The more users that are attracted 
to a computer the better the 
software support there is. If arcade 
games attract more people the PC 
will strengthen its monopoly of the 
home computer industry. 

You have to remember that it is 
the younger generation that will be 
supporting the machine in years to 
come so. 

As for spending £45 on an arcade 
game, you seem to have your facts 
mixed up. I can't imagine any 
software house releasing such a 
game for £45. Litil Divil from Gremlin 
costs only £29.99, still fairly 
expensive but it doesn't cost as much 
as a flight simulator or RPG for 
example. Consoles do tend to be 
rather mind-numbing but anyone 
who wants to play, say Zool on the 
PC must have a knowledge of the 
machine to install it and get it up 
and running. 

The more different types of 
software the PC can produce the 
larger the user base will be. Thanks 
to this the machine will become 
more popular. 


Q&A 

If you have a question about the PC or computers in general, or 
even an answer for one of our puzzzled readers send your 
questions and answers to the above address or fax us on the 
following number 0625 876669. 


Q: WiMti 


I te Im 


A: The first adventure game was called, wait for it. Adventure 
and was written by two US hackers called Crowther and Woods 
in 1979 at MIT - Massachusetts Institute of Technology. It was a 
simple affair containing location descriptions and compass 
directions. The program originally came as a listing that required 
typing in but it started a craze of epic proportions. 

Adventure spawned Mystery House, identical in gameplay but 
with graphics, although very basic indeed. Its creators were Ken 
and Roberta Williams. These names ring a bell? They should do 
because they were the ones to found Sierra On-Line. Selling the 
game in those days was a very personal affair as Ken explains: 

'Driving from store to store, Roberta and I sold Mystery House 
ourselves. Covering the West Coast was easy in those days. You 
could stop at every computer store west of the Rockies and only 
have to leave your car eight times.' 

Gary Levins, London 


Q: Wlwt 


IlMiMkiof 




Mystery House, created by 
Ken and Roberta Williams 
who founded Sierra On-Line 


A: LucasArts first entered into the 
computer games arena way back in 
1984 with a game entitled Rescue on 
Fractalus! The only computers suitable for games then were the 
ZX Spectrum from Sinclair and CBM64 from Commodore. 

The game required you to save the inhabitants of an 
endangered planet - drawn using fractals. Viewed from player 
perspective it was quite a hit on the 8-bit computers and is still 
much sought after today. 

Rescue on Fractalus! was released by Activision but as 
LucasArts realised the potential of the video games industry they 
hired their own team of developers and eventually began to 
release games under their own label. 

I believe that LucasFilms changed their name to LucasArts 
around the time of The Secret of Monkey Island. 

Paul Gutteridge, Hampshire 


M YClU MiOVir THE AMSWBir 

Q: TIm ft rtiior of ihm computer •ntMtalniiMHrt Indwrtiy 
€rmu imd m mod* of fvmisport. Who irm H; and 

Mrs. /. Bmatbr Glasgow 

Q: ConM oo m oono pimms m oxplaln whom fho labol 'compnlar' 
co m oB from and oxactly what It moans? 

Philip McMalh Dublin 

Q: I am voffy Intorostod In Rolo-Playing gamos on tho K hot 
know voffy IKtlo ahont thoir Mstoty, Poos a n yo no ont thoro 
know bow and wha n s olo p lay in g gamos woro first 
concohiod? 

Davm Fallings, Salsibury 
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subscribe to PC Action 


and receive a free game 


Do you like what you see in PC Action? Of course you 
do so here's an opportunity to get each issue sent 
directly to your home. Not only does a suhscription 
mean that you receive your copy of PC Action before it 
goes on the news stands but you can also choose from 
one of our superb FREE games. And if you take 
advantage of our direct debit facilities, you'll also 
receive an extra two issues with our compliments! 


12 ISSUES SUBSCRIPTION 

A choice of the gifts listed below and 12 issues for just £47.40, payable in advance by 
cheque or credit card. 


DIRECT DEBIT 

If you choose to pay by quarterly direct debit of £11.85, you'll receive 14 issues for the 
price of 12 (£47.40) - plus your choice of free gift. 



TAKE YOUR PICK 

1. Acm of th« Pacific (Sierra, rrp £39.99) 

2. Polica Quast (Sierra, rrp £39.99) 

3. SpacaQuaat (Sierra, rrp £39.99) 

4. Ultima 7 (Eiectronic Arts, rrp £39.99) 

5. Populous 2 (Eiectronic Arts, rrp £39.99) 

6. PGA Golf Tour Plus (Eiectronic Arts, rrp £34.99) 

7. Tfia PC Gamas Bibla — 320 page txyok which reviews 
over 2,000 games 


OVERSEAS 

Overseas readers will receive all the covermounts and 
subscription offers available to those in the UK. 


Subscription order form 


1. Direct debit. Subscription to be 
debited quarterly,- plus a choice of the 
gifts listed below, plus 14 issues for 
the price of 12. £47.40 per annum. 

UK only 400i 

3. 12 issue subscription in Europe 
(plus a choice of the gifts hsted below) 
£55.40. Payable by Eurocheque (sterling] 
or credit card. 4003 


2. 12 issue UK subscription (plus 
a choice of the gifts Usted below) 
£47.40 payable by cheque or credit 
card. 4002 


4 . 12 issue subscription outside 
Europe (plus choice of gifts Usted below) 
EB5.40. Payble by Eurocheque (sterUng) 
or credit card. 4004 


Tick your choice of free gift: 

1(4501) ^2(4502) 

^B(4506) ^7(4507) 


3 .(4503) 4 (4504) 5 (4504) 


FOR PAYMENT BY DIRECT DEBIT 


Camplete this section ONLY if you wish to take the Direct Debit option. 
AUTHORITY TO YOUR BANK^BUILDING SOCIETY TO PAY DIRECT DEBITS 

_ I Your instructions to the bankhuilding sodety; 


Name of bankbuildino sodety 


Addrega. 


Name of account 


Your account no. [ || [| 

Sort code | |j || H | [ 
Signaturels) 


nmn 


]□ 


Date 


Originator's Identification No. 01 I 

For office use only Ref No 


\ • 1 instrud you to pay Dired Debits from my 
account at the request of Europress Ltd. 

; •The amounts are variable and may be debited 
on various dates. 

: •No acknowledgement required. 

I • 1 understand that Europress may change the 
amounts and dates only after giving me prior 
notice. 

• I will inform the bank^building society in 
writing if I wish to cancel this instruction. 

•I understand that if any Dired Debit is paid 
which breaks the terms of the instruction, the 
bank-building society will make a refund. 

Bank'building society may decline to accept 
instrudions to pay Dired Debit from some types 
of accounts. 


FOR PAYMENT BY CHEQUE 


Cheque number | || ]| || || | 


For payment by credit card 


<0> Access Visa <3> Mastercard 

□□□□ □□□□ □□□□ □□□[ 

Signature 


Expiry date 

I / ' 


Your address label 


Please mail my magazines(s) to: 


Name 


Tel No 


Address 


Post Code 


Please return the whole of this form to; 

Europress Direct, PO Box 2, Ellesmere Port LG 5 SEA 


You can also take out a subscription by ringing our 24-hour hotline: 

051-357 1275 

Or FAX it to: 051-357 2813 

(Not applicable to Direct Debits) 


Tick this box if you do not wish to receive promotional material from other companies Valid to 30.12.93 
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A r C h 


^^ertainly one of the most popular types of 
m game in the PC world has to be the 

adventure. Arising from the bedrooms of 
humble programmers many years ago, the simple 
text adventure soon evolved into movie-style 
productions such as the classic Monkey Island. As 
PC technology races through the 1390s, the 
games are continually improving in diversity and 
complexity. But with so many adventures around, 
how can anyone tell the best from the rest? 


1 INDIANA JONES AND 
THE FATE OF ATLANTIS 

When you purchase a LucasArts 
adventure game you can be 
guaranteed the best graphics, sound 
and gameplay, and Indiana Jones - The 
Fate of Atlantis has to be their best up 
to this day. 

Based on the Indiana Jones character 
created by Steven Spielberg and 
George Lucas, Fate of Atlantis is a 
fictional scenario in which Indy and his 
sidekick - Sophia Hapgood must battle 
their way past Nazi soldiers and the 
supernatural in order to stop the Nazis 
from discovering the true secret of the 
Orricalcum and taking over the world. 

The puzzles, although cunningly 
difficult are linked extremely well to 
their respective clues and if the player 
doesn't fancy using the ol' grey matter 
he or she can always opt for a fisticuffs- 
style game. 

This is certainly the best of the two 
Indy games and most definitely the 
best adventure there is on the PC. 
There's a CD talkie for all you CD PC 
owners out there, too. 

LUCASARTS/US GOLD 



2 DAY OF THE TENTACLE 

After Indiana Jones and the Fate of 
Atlantis, LucasArts followed up this 
massive hit with yet another adventure 
but this time with a more cartoony feel 
to it - Day of the Tentacle. 

Introduced with a stunning, 10 
minute, full animated intro, DOTT, as it 
has affectionately become known as 
tells of a mad scientist who has created 


a time machine. Unfortunately, his pet 
tentacle has swallowed some of the 
poisonous waste that the laboratory 
emits and has since decided to take 
over the world. You enter the fray 
controlling three typically American 
students who must travel in time to 
different zones in order to rectify the 
mistakes made by the professor. 

The humour can only really be 
appreciated by the American audience 
and the puzzles can prove somewhat 
simple. But it is a great game with 
plenty of atmosphere, superb speech 
and incredible animation. 

DOTT is a prime example of what the 
PC can really do and how technically 
superior LucasArts are than any other 
software house. 


LUCASARTS/US COLD 



3 MONKEY ISLAND 2 - 
LE CHUCK'S REVENGE 

The second instalment of the much 
heralded Monkey Island, Le Chuck's 
Revenge begins where the previous 
game left off - the death of Le Chuck. 

Implementing the same 5CUMM 
(Story Creation Utility for Maniac 
Mansion) system employed by all other 
LucasArts adventure, the game pits you 
- Guybrush Threepwood against the 
reincarnated Le Chuck in a fight to the 
very end. 

As usual, appetites are whet with the 
customary LucasArt's humour that 
never fails to raise a laugh and the high 
quality graphics expected of them. 

Each scene is beautifully drawn and 
perfectly captures the atmosphere of 


pirate times with huge galleons and a 
sorry collection of salty seadogs whom 
Guybrush can interact with. There are 
plenty of clues and an end sequence 
that is destined to shock. Le Chuck's 


Revenge is a masterpiece that every PC 
owner should have. 

LUCASARTS/US GOLD 



4 SIMON THE SORCERER 

LucasArts hold the crown when it 
comes to graphic adventures, 
particularly ones that instill humour in 
the veins of gameplay. It's therefore 
refreshing to find a British company 
encroaching on this territory - and 
doing such a fine job of it too. 

Simon follows the traditional point 
and click interface with objects being 
'hotspotted' on the screen if they're 
worthy of note. Gameplay itself 
consists of unravelling convoluted and 
intermingled puzzles. Many a long 
hour can be spent weaving here and 
there, in and out of bright and breezy 
locations and interacting with a wide 
assortment of people that draw a 
pastiche of just about every fairy tale 
character you could care to mention. 

All in all, a fine adventure, funny and 
challenging and, best of all, very British 
at its roots. 

ADVENTURESOFT 



5 ALONE IN THE DARK 

This French offering caused quite a stir 
when it appeared on the scene literally 
out of nowhere offering the seasoned 
adventurer something that little bit 
different. Alone in the Dark pits you 
against all manner of ghosts, ghouls 
and generally all things creepy in a bid 
to discover the secret of the mansion 
left to you by a long lost relative. 

The game received much critical 
acclaim and cleaned up in the awards 
ceremonies at the time. Now fans of 


the original can look forward to the 
sequel, appropriately named Alone in 
the Dark 2, out early next year. 

INFOGRAMMES 

6 MONKEY ISLAND 

When Monkey Island was released way 
back in 1990 it caused a sensation of 
epic proportions. It received incredible 
review ratings and earned LucasArts 
the undisputed title of the most 
competent adventure developers. 
Introducing such classic characters as 
Guybrush Threepwood and Le Chuck it 
raced to number one in the charts and 
is still revered by many as the best 
adventure game ever. 

LUCASARTS/US GOLD 



7 THE LOST FILES OF 
SHERLOCK HOLMES 

Mindscape certainly hit the nail on the 
head when it came to this game. The 
case of the Serrated Scalpel sees 
Holmes and his trusty companion 
Watson on the trail of a fiend who 
could have possibly turned out to be 
the infamous Jack the Ripper. 

An advanced interface, excellent 
storyline and a tense atmosphere are 
the triumphant features in what surely 
ranks alongside the top adventure 
games of all time. 

MINDSCAPE 

8 RETURN TO ZORK 

The first game to use Full Motion Video 
to its full potential. A huge and 
thought provoking point and click 
affair, it's instantly accessible. As 
progression is made from one location 
to the next, the puzzles become 
increasingly convoluted and interaction 
with the many characters is necessary 
to find out about each person and how 
they fit into the plot. 

ACTIVISION 
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I V e ADVENTURE 


9 LOST IN TIME 

An interesting combination of Full 
Motion Video, 3D bitmapped graphics 
and cartoon-style animation make this 
point and click adventure a bit 
different from the norm - this and the 
fact that the protagonist is a woman. 
The game consists of separate sections 
that exist independently of each other 
but all the puzzles follow the 
traditional convoluted pattern. It's not 
overly difficult and an in-game Joker 
ensures you won't get hampered with 
one dilemma for too long. 


COKTEL VISION 



10 POLICE QUEST 

The original Police Quest game is truly 
something to behold. The graphics may 
be crudely basic, and there is certainly 
no flashy point and click interface, but 
what this does seem to have is a 
fascinating storyline. 

You can easily lose yourself in the 
plot, which follows the career of Sonny 
Bonds, from lowly traffic cop to 
homicide detective, as he shadows the 
vile drug lord known only as the Death 
Angel. Superb. 

SIERRA 



11 KING'S QUEST VI 

With this release Sierra revived what is 
arguably their finest series to date. 
Carrying on where episode five left off, 
we find Prince Alexander desperately in 
search of the girl he met and fell in 
love with, Cassima. 

Making good use of their Creative 
Interpreter system (SCI), Sierra's hit 
back at the challengers to their crown 
with this superb old style adventure. 

It does look somewhat dated but it is 
one hell of a game that wins points in 
its originality and puzzle element and is 
certainly worth purchasing. 

SIERRA 


12 LURE OF THE 
TEMPTRESS 

You are transported to a land far away 
where humans were the slaves of a 
large, pig-like species called the Skorl. 
Graphically it is very good featuring 
some devious puzzles to solve. As 
regards the plot. Lure is quite 
absorbing but the user interface 
certainly leaves a lot to be desired. 

VIRGIN 



13 QUEST FOR GLORY III 
- WAGES OF WAR 

The one area where Quest III really 
outshines its predecessors is in the plot 
department. Sierra have managed to 
maintain an exciting atmosphere 
throughout with original and 
informative text as well as great 
graphics and a complimentary musical 
score. Everything in the game is 
interacted with via a simple but 
effective point-and-click user interface. 
Following the plot of Quest III can 
prove awkward at times but you'll 
enjoy the desperation. 

SIERRA 





14 ERIC THE UNREADY 

When everyone wrote off the text 
adventure as a bad memory from days 
gone by, somebody obviously forgot to 
invite Legend to the press conference. 

Their games, of which Eric is one of 
the finest examples, have developed a 
hard core user base of enthusiasts who 
simply refuse to let go. The graphics 
are of a high quality and the user 
interface is extremely easy use. 

There is something to be said for 
both styles of game, but there can be 
no arguing that as far as Legend are 
concerned, the text adventure is far 
from dead. 

LEGEND ENTERTAINMENT 
COMPANY 


IS RETURN OF THE 
PHANTOM 

This is MicroProse's second entrance 
into the world of adventure, the first 
being Rex Nebular and the Cosmic 
Gender Bender, earned them major 
critical acclaim. 

Set in both the past and present day, 
you play the part of Inspector Raoul 
Montand and you must attempt to 
unmask the legendary Phantom of the 
Opera before he can commit another 
heinous crime in the name of the music 
he loves so dearly. 

Rich in both storyline and graphical 
quality, this is an excellent introduction 
for anyone who has little experience 
with this type of game. 

MICROPROSE 



IG SPRING BREAK 

Spring Break really isn't the kind of 
game for youngsters as it does contain 
some rather adult language and 
graphics. The story tells of two rival 
college fraternities - the muscle-clad 
hunks and the skinny wimps. You play 
the part of skinny wimp sorcerer called 
Ernie and it is your job to try and fulfil 
your sexual fantasies. Not as polished 
as the cinema-style adventures such as 
Monkey Island but it seems to be good 
fun nonetheless. 

ACCOLADE 



17 STAR TREK: THE 
25TH ANNIVERSARY 

Released almost two years ago. Star 
Trek has stood the test of time well, 
and ardent fans will tell you that this is 
by far the best adventure around. 
Although that may be a bit of a tall 
tale, it is certainly better than average. 
Split into eight episodes, you must 
guide the crew of the Enterprise safely 
through each story boldy going where 
no man has gone before. 

INTERPLAY 


18 INNOCENT UNTIL 
CAUGHT 

Another fine effort from British new 
boys Divide By Zero. Take control of 
jack T. Ladd as he he tries desperately 
to pay off his huge tax bill. Okay it 
doesn't sound too exciting but a glance 
at the review elsewhere within this 
issue indicates just what you are going 
to be up against. 

PSYGNOSIS 



19 THE ADVENTURES 
OF WILLY BEAMISH 

A nine year old American school kid 
may seem like an unlikely hero for an 
adventure game, but take a look at 
Willy Beamish and you will be surprised 
how well the concept works. 

The object of the game is to help 
Willy enter, and hopefully win the 
Nintari computer game championships. 
Nintari - sounds familiar! 

An exceptionally cartoony feel sets 
this apart from the crowd and with the 
exception of Day of the Tentacle, this is 
the closest thing yet to an interactive 


type of cartoon. 

SIERRA 



20 LEISURE SUIT 
LARRY V 

Sierra take us back into the highly 
seedy world of that lovable rogue Larry 
Laffer. It seems that Larry's luck is in at 
last as he takes on a job interviewing 
the most beautiful girls in America for 
the job of presenter of the latest 
dating game show. 

All the corny jokes and innuendos of 
the earlier tales are on display in a 
game which, although it may be easy 
for some, is certainly not to be missed. 
The humour involved is somewhat 
American but everyone understands 
the language of love. 

SIERRA 
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E very month PC Action will be 

OFFERING YOU THE LATEST CONTACTS 
WITHIN THE PC WORLD. EVERYTHING YOU 
NEED TO KNOW FROM PD TO BBS, VIRUSES TO 
GAMES, CAN BE FOUND HERE ACCOMPANIED BY 
CONTACT NAMES AND PHONE NUMBERS. THE 
INFORMATION WILL BE UPDATED EVERY MONTH 
TO ALLOW YOU TO KEEP AHEAD IN THE EVER 
EVOLVING WORLD OF THE PC. 


public domain (p.d.) 

Welcome to the world of PD, a world in 
which utilities, applications, demos and 
games are available at an affordable 
price. PD disks vary in price from just £1 
to £10. For a full list of available PD and 
shareware software contact these 
companies: 


Advantage 
Argent Shareware 
Benetech Systems 
Classic Software 
CMB Software 
Data Soft 

D & E Software Services 
Diamond Int. Shareware 

EC Software 
Ensign Systems 

Global trading 
Joint Venture 

Kingsway Computer Serv. 
LibraSoft 

Links PD & Shareware 
Magnetic Fields 
Metric Computers 
Nildram Software 
Omicron Systems 
PCIUG 

PCL Software Ltd 
PDSL 

Precision Software Apps. 

PSA 

PSP 

Red Dragon 

Shareware Connections 
Shareware Elite 
Shareware Marketing 
Sheffield Library 
SpringSoft 
SMS Shareware 
Test Ware 
The Disk Park 
Transcend Services Ltd 
WiseOwl Software 


0242 224340 
0603 812888 
0533 611231 
0472 359957 
0388 662875 
031 2282153 
0703 634120 
021 5588958 
021 5556886 
0484 460070 
081 7782871 
081 7768477 
041 2484487 
0268 754522 
0268 757919 
0742 750623 
0274 734594 
0706 360676 
0706 360676 
0705 827943 
0442 890303 
0702 710391 
0732 771512 
0332 678713 
0892 663298 
0223 20828 
0223 208288 
0223 208288 
0745 338094 
0417 751937 
0326 564164 
0297 24088 
0742 464561 
0352 770049 
0276 681864 
0423 886415 
0525 841731 
0274 622228 
0235 529808 


(Hayes Ultra 96s) 

081 390 1255 

(Courier HSTs) 
Information 

081 390 8446 

CompuServe 

London 

071 490 8881 

(300/1200/2400/9600 bps) 
Birmingham 

021 633 3474 

(300/1200/2400 bps) 
Manchester 

061 834 5533 

(300/1200/2400 bps) 
Glasgow 

041 204 1722 

(300/1200/2400 bps) 
Cardiff 

0222 344 184 

(300/1200/2400 bps) 
Information 

0800 289 378 

Enterprise Info Sys. 

081 951 5849 

(HST) 

081 951 5212 

(V32bis) 

081 952 7719 

(V22/MNP5) 

Information 

081 952 7513 

Metric Computers 

0705 871471 

Microland BBS 

0483 725 905 

(View) 

0891 990 505 

(Download) 

V32bis, V32, V22bis, V22, V23 & 

HST. 8 Data Bits & No Parity 

Online Now 

0839 661 188 

(300/1200/240bps) 
Shareware Support 

0839 661 199 

0442 891109 


top three shareware games 

The PD and shareware scene is certainly 
packed with excellent demos, games, 
utilities and applications. These are the 
three most enjoyable games out on the 
market at the moment; 

1. CD-Man 

This comes across as an excellent Pac- 
Man conversion that's infinitely better 
than the original. Plenty of different 
levels and new graphics. 

2. Commander Keen 

Definitely the best shareware platform 
game on the market in which you play a 
teenage hero stranded on the planet 
Mars who must escape back home. 


bulletin board systems 
(bbs) 

BBS systems offer an incredible amount 
of free software for the price of a call. 
But be expected to upload software in 
order to download and maybe pay a 
membership fee. 

CIX 081 399 5252 

081 390 1244 
(Tricorn Modems) 081 390 9787 


3. Wolfenstein 3D 

Although it has a fairly sensitive plot 
(killing Nazis for example), Wolfenstein 
still remains an all time favourites. Great 
graphics and atmosphere. 

the virus threat 

Viruses are lethal program files that 
infect disks and damage their content, 
then transfer themselves onto other 



disks. To keep your disks and system 
virus free, it is a good idea to use one 
of these commercial and shareware 
virus killers. 


best graphics package 

CorelDRAW! 4.0 

Corel 0101 613 7283733 

£295 or £169 upgrade 


commercial virus killers 

1. All Safe 

X-Tree (Software Paradise) 0222 887521 
£79 

2. Anti-Virus Assist 

Technocom 0753 534900 

£1,595 

3. Anti-Virus Plus 

Menhorah Software 081 8834269 

£79 


best mouse controller 

Microsoft Mouse v2.0 
Microsoft 0734 270000 

£79 - bus 
£69 - serial 

best cd rom drive 

NEC CDR 38 External 

NEC 081 9938111 

£285 

Transfer Rate 300Kb/s 

Access Time 400ms 


4. Anti-Virus Toolkit DOS 

S & S 0442 877877 

£99 

5. Anti-Virus Toolkit Windows 

S & S 0442 877877 

£125 

shareware virus killers 

1. McAffee Virus Scan 

PDSL (Code 3531) 0892 663298 

3.5inch £4.95 
5.25inch £5.15 

2. McAffee Net Virus Tools 

PDSL (Code 3532) 0892 663298 

3.5inch £4.95 
5.25inch £5.15 

3. Integrity Master 

PDSL (Code 3486) 0892 663298 

3.5inch £4.95 
5.25inch £5.15 

4. SysGuard 

PDSL (Code 3565) 0892 663298 

3.5inch £4.95 
5.25inch £5.15 


best multimedia 
presentation 

Freelance Graphics (Windows 2.0) 

Lotus Development Corporation 

0784 455445 

£415 

best laserjet printer 

Hewlett-Packard LaserJet 4 
Hewlett-Packard 0344 360000 

£1,449 

best inkjet printer 

Hewlett-Packard DeskJet 510 

P&P 0706 832832 

£329 

best greyscale hand 
scanner 

Logitech 256 

Crown Computer Supplies 0704 895815 
£175 

best colour hand scanner 

Logitech Scanman Color 

Mediaware 0344 891313 

£289 


5. F-PROT 

PDSL (Code 3565) 0892 663298 

3.5inch £4.95 
5.25inch £5.15 


best journey planner 

Autoroute Plus 6.01 

Next Base 0784 421422 

£395 or £85 upgrade 


applications & peripherals 

The PC is a powerful machine and its 
major strength lies in its application and 
hardware prowess. If it's 
wordprocessors, spreadsheets, art 
packages and various other serious 
software items that you require, or 
even the latest printers, CD ROM drives, 
mice and other peripherals, you'll find 
all the best here... 

best word processor 

WordPerfect 6.0 

WordPerfect Corporation 0932 850500 
£329 


best office workstation 

Microsoft Office Professional 3.0 
Microsoft 0734 270000 

£745 


Contains; 

Word processor: 
Database: 

Spreadsheet: 

Graphics Presentation: 
Electronic Mail (E-Mail): 


Word 2.0 
Access 1.1 
Excell 4.0 
PowerPoint 3.0 
Mail 3.2 


joysticks 

One of the most enjoyable pastimes for 
PC owners is playing games, but it's a 
common known fact that frustration 
can creep in when your joystick has 
severe problems keeping up with your 
gameplaying skills. That's why it is so 
important to have the best and where 
else to find the best... 

1. Speedking 

Konix 0495 350101 

£14.99 

Analog & Digital 

2. The Bug 

Cheetah 0222 867777 

£14.99 

3. Gravis Analog Pro 

SpectraVideo 081 9000024 

£59.99 

4. Thunder Stick 

KraftA/izTrade 0444 239999 

£39.99 
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5. Free Wheel 


(Empire) 


LucasArts 

X-Wing 

7 

Roland soundcard Fix 

Logic 3/SpectraVideo 081 9000024 

(ReadySoft) 


LucasArts 

X-Wing 

7 

Soundcard I/O Fix 

£34.99 


Europress Software 0625 859333 

Maxis 

A-Train 

1.02 

General Fix 



Impressions 

071 3512133 

Maxis 

Sim Earth 

7 

Install routine Fix 

6. Digital-to-Analog Adaptor 

Infogrames 

071 7388199 

Maxis 

SimLife 

2 

General Fix 

EuroMax 

0262 601006 

(Disney Software) 

Merit 

Maelstrom 

1.1 

General Fix 

£15.99 


Interplay 

0865 390029 

Merit 

Tom Landry Strategy Football 

1.03 

General Fix 



Kompart UK Ltd 

0727 868005 

MicroProse 

B17 Flying Fortress 

2 

General Update 

the hit list 


(Blue Byte) 


MicroProse 

Civilisation 

5 

General Fix 

If you feel you need to contact a 

(Colorado Technologies) 

MicroProse 

Command HQ 

1.97 

General Fix 

software house for either product 

(Internecine) 


MicroProse 

Darklands 

7 

General Fix 

information, a complaint or perhaps 

(Oxford Softworks) 

MicroProse 

F-15 III 

3 

General Fix 

even praise, then simply check out the 

(Storm Computers) 

MicroProse 

FI 17A Stealth Fighter 

4 

General Fix 

list below for the latest numbers. 

Konami 

081 4292446 

MicroProse 

Formula 1 Grand Prix 

1.05 

Modem Update 

Companies in brackets are ones whose 

Maxis 

071 4902333 

MicroProse 

Global Conquest 

7 

Modem Update 

products are being distributed by the 

MicroProse 

0454 329510 

MicroProse 

Gunship 2000 

6 

General Fix 

company whose number they are 

Microvalue 

0661 860260 

MicroProse 

Gunship 2000 Islands & Ice 

85 

General Fix 

under. Tell them how you feel. 

(Flair Software) 


MicroProse 

Harrier Jump Jet 

7 

ThrustMaster Fix 



Mindscape 

0444 246333 

MicroProse 

Knights of the Sky 

4 

General Fix 

Accolade 

081 8770880 

Mirage 

0260 299909 

MicroProse 

Pirates Gold! 

? 

General Fix 

Addictive 

081 8048100 

(CyberDreams) 


MicroProse 

Rex Nebular 

8.49 

General Fix 

Alternative 

0977 797777 

Ocean 

061 8326633 

MicroProse 

Silent Service II 

3 

General Fix 

Beau Jolly 

0737 222003 

Psygnosis 

051 7095755 

MicroProse 

Task Force 1942 

411x1.1 

General Fix 

Codemasters 

0926 814132 

Renegade 

071 7023643 

MicroProse 

UMS 2 

1.71 

General Fix 

Core Design 

0332 297797 

Sierra On-Line 

0734 303171 

MicroProse 

UMS 2 Planet Editor 

1.6.6 

General Fix 

CP Software 

0993 823463 

(Dynamix) 


Mindcraft 

Ambush at Sorinor 

1.02 

General Fix 

D&H Games 

0462 816103 

The Software Business 0480 496497 

Mindcraft 

Magic Candle II 

2 

General Fix 

Daze Marketing 

071 3282762 

Sales Curve 

071 5853308 

Mindcraft 

Magic Candle III 

1.16 

General Fix 

(Silmarils) 


(Storm) 


Mindcraft 

Rules of Engagement 

1.08 

General Fix 

Digital Integration 0276 684959 

Titus 

071 7002119 

Mindcraft 

Siege 

1.2 

General Fix 

(Loriciels) 


Ubi Soft 

081 3439055 

Mindcraft 

Star Legions 

7 

General Fix 

Domark 

081 7802222 

US Gold 

021 6253366 

Mindcraft 

Tegel's Mercenaries 

1.2 

General Fix 

Electronic Arts 

0753 549442 

(Access) 


New World 

Might & Magic 4-Clouds of Xeen 

7 

General Fix 

(360) 


(Delphine) 


NovaLogic 

Comanche: Maximum Overkill 

IBB 

General Fix 

(Broderbund) 


(SSI) 


Omnitrend 

Rules of Engagement 2 

1.05 

General Fix 

(Millennium) 


(LucasFilms) 


Origin 

Ultima Underworld 

7 

General Fix 

(Mindcraft) 


(NovaLogic) 


Origin 

Ultima Underworld II 

7 

General Fix 

(Origin) 


(New World Computing) 

Origin 

Ultima VII 

3.4 

General Fix 

(SSG) 


Virgin Games 

081 9602255 

Origin 

Wing Commander: Special Ops 1 

7 

General Fix 

Entertainment Int. 0268 541126 

Zeppelin 

091 3857755 

Paragon 

Mantis 

7 

Floppy Version Fix 





Paragon 

MegaTraveller II 

1.02 

General Fix 

software fix and patches 



Paragon 

Twilight 2000 

7 

Colonel's Update 

Nothing proves more annoying than purchasing software only to find that it is bugged 

Sierra 

Island of Dr Brain 

7 

General Fix 

in certain areas. If you have any such games it may be worth your while checking the list 

Sierra 

Mixed Up Mother Goose MPC 

7 

SoundSource Driver Fix 

below to see if the companies responsible have released a bug fix. These not only 

Sierra 

Police Quest 1 

7 

General Fix 

correct problems but may often also improve the original game. 

Most are available from 

Sierra 

Police Quest III 

7 

Mouse Fix 

reputable bulletin boards or the software companies themselves. This list will be 

Sierra 

Quest for Glory 1 

7 

VGA Fix 

updated every month. 



Sierra 

Quest for Glory III 

B 

General Fix 





Sierra 

Space Quest IV 

1.052 

General Fix 





Sierra 

Space Quest V 

7 

General Fix 

company 

game effect 

version 

effect 

Sierra 

Willy Beamish 

7 

General Fix 

Access 

Amazon 

Raft bug 

7 

Sir-Tech 

Crusaders of the Dark Savant 

2 

General Fix 

Access 

Countdown 

? 

General Fix 

Spectrum HB 

Crisis in the Kremlin 

1.01 

General Fix 

Access 

Links 386 Pro 

? 

General Fix 

Spectrum HB 

Falcon 3.0 

3.0d 

General Fix 

Accolade 

Elvira; Mistress of the Dark 

1.2 

General Fix 

Spectrum HB 

Operation Fighting Tiger 

3.01.1 

General Fix 

Accolade 

Grand Prix Unlimited 

1.4 

General Fix 

Spectrum HB 

Tank 

1.1 

General Fix 

Accolade 

Jack Nicklaus Signature Edition 1.51 

General Fix 

SSI 

Dark Queen of Krynn 

7 

Gameplay Fix 

Bethesda 

Hockey League Simulator 2 

! 1.11 

General Fix 

SSI 

Eye of the Beholder II 

1.1 

General Fix 

Bethesda 

Wayne Gretsky Hockey 3 

1.1 

General Fix 

SSI 

Great Naval Battles 

1.2 

General Fix 

CyberDreams 

DarkSeed 

1.5 

General Fix 

SSI 

Pacific War 

1.0x10 

General Fix 

Dynamix 

A-lOTank Killer 1.5 

? 

Joystick/Mouse Fix 

SSI 

Prophecy of the Shadow 

1.1 

SoundBlaster Fix 

Dynamix 

Aces of the Pacific 

1.2 

General Fix 

SSI 

Spelljammer 

7 

General Fix 

Dynamix 

Aces of the Pacific 1946 Disk ? 

General Fix 

SSI 

Tony Larussa 2 

1.1 

General Fix 

Dynamix 

Front Page Sports Football 

7 

Enhancements 

SSI 

Tony Larussa Fantasy Manager 

? 

Stadiums Disk bug Fix 

Impressions 

Air Bucks 

1.2 

General Fix 

SSI 

Ultimate Baseball 

1.1 

General Fix 

Impressions 

Caesar 

7 

General Fix 

SSI 

Unlimited Adventures 

1.1 

General Fix 

interplay 

Bard's Tale Construction Set 1.3 

General Fix 

Three-Sixty 

Harpoon 

1.32A 

General Fix 

Interplay 

Battlechess II 

7 

General Fix 

Three-Sixty 

Harpoon (386 Version) 

1.32A 

General Fix 

Interplay 

Buzz Aldrin's Race into Space ? 

General Fix 

Three-Sixty 

Megafortress 

7 

General Fix 

Interplay 

Castles 

7 

General Fix 

Three-Sixty 

Patriot 

1.1 

General Fix 

LucasArts 

Indiana Jones & Fate of Atlantis ? 

486 Fix 

Three-Sixty 

V for Victory 

3.1 

General Fix 

LucasArts 

Indiana Jones & Last Crusade ? 

486 SoundBlaster Fix 

Velocity 

JetFighter II 

7 

General Fix 

LucasArts 

Secret of Monkey Island 

7 

486 SoundBlaster Fix 

Virgin 

Deluxe Scrabble 

7 

General Fix 

LucasArts 

Secret Weapons of the Luftwaffe 2.1 

General Fix 

Virgin 

Dune II 

7 

General Fix 

LucasArts 

SWOTL P-38 Disk 

? 

Speed Fix 

Virgin 

The Seventh Guest 

7 

General Fix 

LucasArts 

Finest Hour-Battle of Britain ? 

General/Joystick 

White Wolf 

Empire Deluxe 

3.1 

General Fix 




callibration Fix 

White Wolf 

The Perfect General 

1.02 

General Fix 
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The last word 


AS THE SECOND ISSUE OF PC ACTION DRAWS 


SAM AND 


MAX. ANOTHER DAY OF THE TENTACLE? 



TO A CLOSE, IT’S TIME TO LOOK FORWARD TO ^ 


THE NEXT. LUCASARTS HAVE BEEN WORKING HARD, 

THE RESULTS OF WHICH - SAM AND MAX, a 

CARTOONY GRAPHIC ADVENTURE, AND REBEL 

Assault - look stunning. If that’s not enough 



wow FACTOR, HOW ABOUT GENESIA, A 

^ ‘ iAl REBEL ASSAULT, A CD-ROM ONLY GAME 

Populous/Civilisation inspired game. 
That not take your fancy then? Well, 

AERIAL WARFARE IS ON THE CARDS 
AS Evasive action and Aces Over Europe 

PLAYBOY ENDORSED GAMES, SCANTILY CLAD LADIES. SEX ON THE PC 

HOT UP FOR ACTION. WARFARE TOO IS 
GETTING WARMER WHEN IT COMES TO 

SIM CITY 2000. HOW'S IT SHAPING UP? 

SEX ON THE PC. Will CD-Rom and Full 
Motion Video become the accessible route for 
SEXPLOITATION . PC ACTION GETS TO THE 

BOTTOM OF THE AFFAIR. PC ACTION - 
COMPLETE GUIDE TO ENTERTAINMENT ON THE PC 

ISSUE 3. ON SALE 
DECEMBER 23. BE THERE 




PC 


THE 




















available for the PC 

IN THE GREAT WAR 
PLANES SERIES 

from I jyn-.irrih' 

Excellence in Flight Simulations 
for further information 
call: 0734 303171 





















A tribute to the hot new 
NEO - GOTHIC genre! 















Designed with the look 
and feel of today’s 
hottest graphic novels! 



A nightmare comes to 
life in modern-day 
NEW ORLEANS 



It:. 

Written by JANE JENSEN 


Co-Author of 
KING’S QUEST VI 



3-D 

High resolution 
graphics 


The Darkest Knight 
is Still Ahead 

GABRIEL 


V SIERRA^ 

Available for the P. C. 

For further information 
contact (0734) 303171. 








pumPRESS 

y\ NTERACTIVE 

Europa House, Adlington Park 
Macclesfield SK10 4NP 

16 November 1993 Tel: 0625 878888 

Fax: 0625 876669 


Dear Advertisers 


The slinky silver siren on the front cover of this three disk Christmas issue of PC 
Action is the closest it gets to sex on the PC but that potentially controversial 
subject will feature much more strongly in our January offering — on sale on 
December 23. 

Sexploitation from the growth of CD Rom and full motion video will be just one of 
the hot topics highlighted in the next issue of PC Action — the magazine which 
has brought a new level of sophistication to in-depth reporting on the PC market. 

As weli as two packed cover disks, the January PC Action wiii carry a 
40 page bookiet featuring tips and solutions for a selection of top PC 
games and will also increase in size to 116 pages. 

And that on-sale date of December 23 means that the January issue will be 
available right through the holiday period and into the New Year to catch all the 
advantages of the post Christmas period when everyone wants to settle down with 
a good read and to formulate their buying ideas for the coming months. 

If you saw the news briefing we recently circulated, you will be aware that more 
than 3,500,000 people were hit by the launch campaign for PC Action. It has paid 
dividends with excellent initial sales intelligence and a huge postbag of 
complimentary mail from the punters. 

PC Action has a great future for 1994 and beyond! 

Since this is the last issue of PC Action to go out in 1993, we at Europress 
Interactive would like to wish you a very happy Christmas, secure in the knowledge 
that we will all be able to work together to ensure a prosperous New Year. 


Best Wishes 
Fiona Carey 

Group Advertising Manager 
Europress Interactive. 


Europress Interactive Ltd. Reg. no 2452453 England. 

A member of the Europress Group 

Directors: Derek Meakin (Chairman), Michael Meakin ACA, 

David Hirst ACIB, 






